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GHEHE HO TO PLE 


Have you read the printed manual and studied the in game Quick Manual? They certainly help, but we would 
still like to give a few complementary explanations on the game. After all, we want the game to be hard on 
the monsters and not on you! 


Following role-playing tradition, we have included an easy-to-use character sheet for your protagonist, 
Ashley Riot. This sheet gives you a quick overview of the effects of spells, Break Arts and Battle Abilities. 
lt is for you to fill in and update as Ashley progresses through the game. Look it up when in a tight spot 
to find the best strategy. 


BITTLD SYOPEN 


Simply "drawing your weapon and giving 'em hell” does not get you very far in Vagrant Story After all, your 
weapons and other pieces of equipment generally have 16 parameters that determine whether you can 
rm an opponent or not and if so, what damage you can deal. But not to worry: We take you through the 
sics of battle and show you the tactics that have greatest effect. 


explanations for all rooms, ize and monsters that await you on your arduous, 
y to the inevitable showdown. Our exclusive maps give an instant overview of your 


re are hundreds of items to be found or gained in Vagrant Story. This chapter explains how to put your 
jasure to the best use. You also find tables showing how to combine your blades, shields and pieces of 
mour to the greatest possible effect. 
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During your exploration of Leá Monde you come across 100 or so different kinds of opponents. 
All parameters, strengths and weaknesses of your various adversaries are listed here in a highly readable 
manner, allowing you to adopt the best strategy for each monster. 


What happens after you finish Vagrant Story? How can you manipulate your foes? 
And what is to be found in the secret areas? All this and more is revealed in the Secrets chapter. 


IER 


Hunting for dine on ns bosses. or for information on a certain topic? = 
Simply look up the index to find a reference to the relevant page in this guide. 
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WESCEER eme 


Targeting sphere 
Ashley Riot 
Current HP 
Maximum HP Currently targeted part of body 
Risk gauge Monster's body parts within range 
Monster 
Probable damage Probability of success 
Own attack Own attack affinity 
Class of monster 
Description: 


ud FENGETHLG SPHERE 


5 CREEL BIRGEFNG oPEEN aen 


The green vak sphere that is display- 
ed in Battle Mode (with your weapon 
drawn) when you press the © button is a 
range grid. It visualises how far your weap- 
on or chosen spell reaches. There are three 
basic types of green target sphere: 


HEID 


} 
| RIEK ZERO 


TARGET. 


Ashley Riot + Air/100% 
TARGET: Single 


1) Hemispherical: The regular target 2) Vertical pillar: This is displayed for all__ 3) Horizontal pillar: Target sphere that is 
sphere is displayed during most of your Enchanter spells. only displayed for the 'Analyze” and 
battle actions. ‘Unlock’ spells. 


When you choose a Warlock spell with a long range, such as ‘Avalanche’, a red grid is displayed 
after the green one, allowing you to determine the area affected by your magic. All creatures or 
their body parts within this red grid are hit by this spell when you cast it. 


EIJK ME 59°27 


RISK 1 


zh ME 50:77 


KEIEN, MP 39-77 
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RISK 


pi en pn 
ij 1 
3) When you touch the body part of an opponent and press 
EN den er 24/58 the © button again, the usual information (success 
at - - : DSN nnn probability, expected damage etc.) is displayed at the 
1) Once you have chosen a spell, 2) After confirming your choice of attack _bottom of the screen. If you wish to cancel one or more steps of your choice, simply press the 


the regular target sphere is displayed. height by pressing the ©) button, %) button as often as necessary. Once you are happy with your set of choices, unleash the power of 
You can move the green surface up and the red target sphere is displayed. This __your magic by pressing t the © button. Tip: When the red target sphere is opened, you can alter its 
down to determine the attack height target sphere can be moved around the __ height by keeping the © button pressed. 

of your spell. plane of the chosen height. 


Menu screen: open by pressing the © ) button 


HEIN, MEZZ 

RISK ZERO 
BREAK ARTS 
BATTLE ABILITIES 
ITEMS 
STATUS 
MAP 
DATA 


OPTIONS Í ie 
E - Rather than clicking your way to the 
wi en Betlem er sen pe. sub-menu options, you can press the 


Options: Customise the game according to your individual L2) button and hold it down to direct- 


ly access the most important options 
preferences and change the respective parameter. (abbreviated commands) with just one 


Score: See the honorary titles you have already earned more touch of a button. 
and the monsters you have defeated so far. 


Quick Manual: This short in-game manual 
explains the basics of Vagrant Story. 


HEB OTREIGT OP HHE BHIPMENT: 
DP HED PP 


Weapons, shields and armour generally have two statistics that __shields and pieces of armour in a similar condition only offer half 
merit closer attention: DP (Damage Points) and PP (Phantom _ their potential protection. PP offer mysterious support: At full PP 
Points). The DP figure reflects the wear and tear of your equip- your weapon, shield or armour is twice as effective! DP and PP 
ment: At 0 DP, weapons only cause half their usual damage, while mostly change during battle. 


ct CHANGES IN DP AND PP DP PP 

| _—_ ea ki Action Weapon _ ‘Shield *1, armour! Weapon Shield *1 
il You deal damage to an opponent with your weapon decrease e increase ie | 

3 E You repair your equipment in a workshop Increase Increase Decrease | Decrease 

Eer Of BEN You receive damage through an attack or a trap Decrease “2, Decrease Increase *2 | Increase 
je emeÂ DS You spend a long time in Battle Mode - = Decrease | Decrease | 
en You use the Chain Ability ‘Temper Increase fe E Ed 

You use the Chain Ability ‘Instill’ e fd Increase |} 5 

You use the Chain Ability ‘Phantom Pain’ 5 el Decrease | | 

You use the Defence Ability ‘Phantom Shield’ 5 z 8 | Decrease 


*1 DP and PP of your shield will only change in Battle Mode (with an exception: when you repair your equipment in a workshop) 
*2 DP and PP of the weapon only change when you step on traps. 


HMDEG POOL AETRCRHO: BODE PARTS HED DANMGE 


When a part of Ashley's body receives damage, its condition chang- When single body parts are in the ‘Dying’ condition, this will have 
es. There are five categories to indicate the current state of oneof _ side effects. They are listed below. Ashley’s overall HP as well as his 
Ashley's body parts. Each body part can reach a maximum of 200 _ body parts can be healed by using specific items, using certain 


HP. Battle Abilities, casting ‘Heal’ or gern on the SEDS traps. 
E Of course, the same methods … mati 
CURRENT HP 
STATUS _{OFBODYPART | DESCRIPTION also work for your oppon- 4 riot 
er is ents. If you want to prevent nasa siksoos 
Good  199%-75% In: sood condition your foe from using magic, | ed 
zien sie de pennd you should rob its head of all SPAR ge 
HP. 


„ear 
srnenGTH voe 
INTELLIGENCE 111 
UTY 


Dying {less than 2 HP | Critically injured and close to death. 


EFFECTS OF THE STATUS 'DYING’ 
PART OF BODY | EFFECT OF "DYING' CONDITION _{ DESCRIPTION OF THE EFFECT 


Head Silence Spells can no longer be used (except for spells cast by using grimoires). 

R. Arm Attack power 50% Regular as well as Break Arts attacks have only half their usual power, dealing less damage. 
L. Arm Parry 50% The evasion rate is reduced by half. 

Body Risk 200% Risk is doubled and also rises when the target sphere is opened. 


Legs Move 50% Speed of movement is reduced by half. 


BATTLE PRHWESS TD HOREN: Mloh 


Risk, shown in the gauge in the top left-hand corner of the screen, is 
a variable that mainly increases through the use of Battle Abilities. 
When and how does risk increase? What effects does risk have? 


INGREASING RISK 


RISK … ACTION 
… Rises Attacks with weapons 


CHANGE IN RISK 


As a rule, risk increases through normal (except for bare-handed) 
and magical attacks as well as the use of Battle Abilities. 


Varies depending on weapon 


Use of Battle Abilities 


Varies depending on Battle Ability; with Chain Abilities, risk increases with the number of chains 


When target sphere is opened at ‘Risk 200%’ | 2 risk points a second 
(see table Effects of the status ‘dying') 


… Drops Use of items that lower risk Varies depending on item used 
Use of Break Art 'Riskbreak’ Is reduced by half the damage dealt 
Stepping on a ‘Heal Panel' trap Reduced to 0 
Wait In Battle Mode 0,5 risk points a second, in Normal Mode 2 risk points a second 


HOURERGES OF Mbit ASH: 


The 'Heal’ spell will restore more HP 
You deal greater damage with regular attacks 
The 'Unlock’ and 'Analyze’ spells have a higher success rate 


at the latest. 


In Vagrant Story, Battle Abilities are divided into Chain Abilities and 
Defence Abilities. You can choose three of each for attacking and 
…_parrying. Use an ability by pressing the button you have assigned to 
it at exactly the right moment: when the “!” is displayed above 
Ashley's head. Timing your Chain Abilities becomes increasingly dif- 
ficult when you perform longer chains, as the '!* symbol is display- 
ed for ever shorter periods of time, eventually leaving merely 
seconds to react … Remember that you cannot perform the same 
5 Chain Ability twice in a row; you must use a different Ability and a dif- 
‚ ferent button in-between! 


You can learn new Abilities by accumulating battle experience, 
_ expressed in PT (experience points). Each successful use of a Chain 
… or Defence Ability will earn you one experience point. 


«_You must assign Abilities to the ©,@, and © buttons in order to 
be able to use them in battle. For Chain Abilities, you must press the 


n Vagrant Story, you can cast spells at the expense of MP. Your MP 
regenerate over time. There are four basic types of magic: Warlock 
_ (attack spells), Shaman (recovery spells), Sorcerer (support spells) 
and Enchanter (affinity-related spells). In addition, you will learn 
Teleportation', a spell that represents a fifth category all on its own. 


LEHNING HEU OPELLS 


Generally only possible by using grimoires. Simply use one in the Misc 
Items sub-menu. 
Defeat the Lich at a certain location to learn ‘Teleportation’. 


ISHDURIEERGES OF Mbit ASH: 


The success rate of regular attacks, Break Arts and certain spells is lowered 
Your evasion rate is lowered 
INCREASE IN RISK 


INGREASE IN 


OF CHAINS RISK POINTS 


AIOH MICREASE TIEKOUGIE TIE USE OP CHAIN HBIETHDS von AE 


Up to the 8th chain, risk rises according to the risk figures associated with a particular Chain Ability (see tables 
“Chain Abilities” and “Defence Abilities” on page 9). From the 9th chain on, the increase in risk will be the same 
for all Chain Abilities. It is listed in the following table. Please note that risk will reach 100 after your 14th chain 


10 13 


mn 
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13 20 
14 


AL MORSTERS WORST MEKTMAAE: ORTTLE ABILITHS 


appropriate button at the exact moment your opponent is hit by 
Ashley's weapon. This is the point at which a “1” symbol is displayed 
(unless you have disabled it in the Options sub-menu, making the 
game even harder). It is theoretically possible to achieve 999 chains 
in a row. However, you should be proud of yourself when you man- 
age a chain of 10. 


Defence Abilities work in a similar way, with a difference: You can 
only press one button to parry an attack. There are no defence 
chains. Press the button of the desired Defence Ability when the “!" 
symbol is displayed above Ashley's head. Generally, this is harder to 
achieve than to perform a successful chain, especially when your 
opponent prepares a magical attack with a long animation. It takes a 
lot of practice and excellent knowledge of your opponents’ attacks 
to successfully parry them. 


TME MIGHT OP MAGIC: SPEELS 


oPbLL LEUELS 


Some spells can reach higher levels through your use of multiple 
grimoires of a kind. The maximum level any of these spells can 
reach is Level 4. In battle, you can choose the level of such a spell. 
The higher the level, the more MP it costs and the greater its range 
and effectiveness. Always make sure to remain outside the range 
grid to avoid being hit! 

Once you have learned the ‘Teleportation’ spell you can teleport fre- 
ely between any Circles of Magic (Save Points) in rooms you have 
already visited. 


IE OP PLD: 


AME OE CHRAACTER: ASHLEY RIOT 


LGE: LATE 20s 
WGF 181 


OOCUPAFIG: VKP AGENT, SPECIAL UNIT RISKBREAKER 


SPELLS 


0) II 
WIT | IÌ 
Aqua Blast 


MP EXPENSE RANGE 


25 18 


AFFINITY 


Water Single body part 


MP MAGIC PONAS) | 


STREKEN (STR) ( 


WEBBE TTT 


*For Spell Levels 1-4 
Green represents the Green target sphere/red the red target sphere 


AFFECTS 


RGILTY (AGD 


GRIMOIRE 
REQUIRED TO LEARN SPELL 


Avalanche 


Banish 


Dark Chant 


36/44/ 15/2, 14/4,* 
52/60* 13/6, 12/8 


Water 


Several body parts 


25 14/4 Dark 


28 18 Dark 


Single target 


Single body part 


Grimoire Glace 


EFFECT 


Inflicts damage through ice. 


Grimoire Avalanche 


Grimoire Banish 


Inflicts damage through extreme cold. 


Causes immediate death. Ineffective against 
undead monsters. 


Grimoire Patir 


Drain Heart 


Drain Mind 


12 20 Dark 


2 14 Dark 


Single body part 


Grimoire Egout 


Single target 


Grimoire Demance 


Exorcism 


22 14/4 {iont 


Explosion 


Fireball 


36/44/ 15/2, 14/4, 


13/6, 12/8 


Physical 


Multiple targets 


Several body parts 


Grimoire Exsorcer 


Inflicts damage through Curse. 
Steals HP from enemies, recovers same amount 
of Ashley's HP. 


Steals MP from enemies, restores same amount 
of Ashley's MP. 


Dissolves undead monsters. The fewer HP the 
target has, the higher the success rate. 


Grimoire Demolir 


Inflicts damage through an explosion. 


18 Fire 


Flame Sphere 


Gaea Strike 


15/2, 14/4, | Fire 
13/6, 12/8 


Single body part 
Several body parts 


Grimoire Incendie 
Grimoire Flamme 


Inflicts damage through a fireball, 


Inflicts damage through flames. 


Earth 


Lightning Bolt 


Air 


Meteor 


Radial Surge 
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38/46/ 
54/62 
38/46/ 


15/2, 14/4, 
13/6, 12/8 
15/2, 14/4, 
13/6, 12/8 


Dark 


Light 


Several body parts 


Single body part 


Several body parts 


Grimoire Gaia 


Grimoire Teslae 


Inflicts gravitational damage. 


Grimoire Radius 


Several body parts 


L_!Solid Shock 


18 Physical 


Single body part 


Spirit Surge 
Thunderburst 


|__ 18 Light 


Single body part 


Grimoire Meteore 


Inflicts damage through the Power of God. 


Grimoire Lux 


15/2, 14/4, | Air 
13/6, 12/8 


Vulcan Lance 


18 Earth 


Several body parts 


Single body part 


Grimoire Foudre 


Inflicts damage through a pressure wave. 


Inflicts damage through light affinity. 
Inflicts damage through thunder. 


Grimoire Terre 


Inflicts damage through lumps of lava. 


Antidote 
Blessing 
Clearance 


en, 


Heal 
Restoration 
Surging Balm 


12 Light 


Grimoire Antidote 


3 
ME GD 


15 12 Light 


BN 7: 


Single target 
Single target 


Single target 


Grimoire Benir 


Cures status abnormalit 
Cures status abnormalit 


Grimoire Purifier 


Single target 


Grimoire Guerir 


Light 


| Single target 


Grimoire Mollesse 


Cures status abnormalities ‘Poison’, 
‘Numbness’ and 'Paralysis’. 


Recovers HP. 
Cures status abnormalit 


Light 


Single target 


Grimoire Vie 


HP are recovered every 5 seconds. 


Single target 


Grimoire Analyse 


Opponent’s status is displayed in the Status 
sub-menu. Success rate increases with risk. 


Single target 
Single target 


Grimoire Fleau 


Inflicts status abnormality ‘Curse’. 


Grimoire Debile 


STR is lowered for 15 seconds. 


Dispel 
[_JEnlighten 


VACERER of 
Analyze 

Degenerate 

Magic Ward 


Single target 


Grimoire Annuler 


[Single target 


The next spell cast on target is neutralised (by 


Single target 


100%). 
Grimoire Dissiper All spell effects are neutralised. 
Grimoire Eclairer INT is raised for 15 seconds. 


= Eureka 


Room 


Grimoire Visible 


All traps in the room become visible. 


JFixate 


Room 


Grimoire Halte 
short time. 


Herakles 
Invigorate 


Single target 


Grimoire Intensite 


All Cloudstones in the room stop moving for a 


STR is raised for 15 seconds. 


Single target 


[__]Poison Mist 


Grimoire Agilite 


AGL is raised for 15 seconds. 


Single target 


Grimoire Venin 


Inflicts status abnormality ‘Poison’. 


HOW TO PLAY 


RANGE 
Hf 
Prostasia 
Psychodrain 
Retrogress 
Silence 
Stun Cloud 
Tarnish 
Unlock 
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ICHHIEER SP 
Aero Guard 
Aqua Guard 
Frost Fusion 
Luft Fusion 
Pyro Guard 
Soil Fusion 


AFFINITY__| AFFECTS 


Grimoire Ameliorer 


REQUIRED TO LEARN SPELL 


EFFECT 


Grimoire Nuageux 


All equipped items are enhanced for 25 seconds. 
INT is lowered for 15 seconds. 


Grimoire Tardif 
Grimoire Muet 


AGL is lowered for 15 seconds. 
Inflicts status abnormality ‘Silence’. 


Single target 
Single target 


Grimoire Paralysie 


Inflicts status abnormality ‘Paralysis’. 


Grimoire Clef 


(singletarget | 


| Singletarget ___ | Grimoire Parebrise 
[ Singletarget __| Grimoire Barrer 


Grimoire Deteriorer 


All equipped items are weakened for 25 seconds. 


Opens magically sealed chests. The succes rate 
increases with risk. 


Temporarily increases armour's air affinity. 


Temporarily increases armour’s water affinity. 
Temporarily increases weapon's water affinity. 


Spark Fusion 
[_|Terra Guard 


BREAK ART 


| singetarget__| Grimoire Rempart 


mn 

Grimoire Sylphe 

[ Singletarget____ | Grimoireignifuge | 
Single target 


Temporarily increases weapon's air affinity. 


Temporarily increases armour's fire affinity. 
Temporarily increases weapon's earth affinity. 
Temporarily increases weapon's fire affinity. 


Temporarily increases armour's earth affinity. 


PT REQUIRED 


[__]Rending Gale 
ml Vile Scar 

Cherry Ronde 
Papillon Reel 


Mt | Ò fl 
U DI UU ID 
Sunder 
Thunderwave 


Swallow Slash 


‚FOR LEARNING ‚HP EXPENSE 


3 


| RANGE | 


Depends on weapon 
Depends on weapon 


\ Depends on weapon 
Depends on weapon 
Water 
Light 


Single bod 
Several bod 
Single bod 
\ Several bod 


part 
parts 

part 
parts 


Single body part 


WEAPON TYPE / COMMENT 


Ï Inflicts status abnormalit 


| Piercing 


Piercing 
Edged 
Edged 
Edged 


| 


‚Air 
Air 


| Several body parts 
Single body part 


Depends on weapon < Piercing 


Edged 


\Edged | 


9_| Several body parts | Light Edged 


‚ Blunt Í 


ne 


Several body parts _{ Dark 


| Bear Claw 


[_laccursed Umbra 


‚Inflicts status abnormality ‘Numbness’. 
Also reduces target's MP. 


Î 


en En 


18 __ Single body part 


| Depends on weapon 


15_| Several body parts { Depends on weapon 


Emetic Bomb 


Inflicts status abnormality ‘Curse’. 


12 _{ Single body part Depends on weapon 


| Blunt 


‚ Depends on weapon 


pel Sirocco 


Single body part | Fire 


__ 
‚ Blunt 


[_]Riskbreak 


\_16_{ Several body parts | Depends on weapon 


75 Û 
110 Ì 
180 


A 
| 55 


L_ gravis Aether 


Piercin 


13 | Single body part __‘ Earth 


Reduces Ashley's risk. 
Blunt 


L 


[_] Trinity Pulse | EE 


_ 


| _10_\ Several body parts | Depends on weapon 


Ï 


| Blunt 


A. 


| 


mn) 


BREAK ART 
PT REQUIRED 
FOR LEARNING {HP EXPENSE «RANGE _ AFFECTS 


WEAPON TYPE __ COMMENT 


Bonecrusher 18 __ Single body part Depends on weapon __ Blunt 
Quickshock 80 40 15___ Several body parts Air Blunt Inflicts status abnormality ‘Numbness’. 


Ignis Wheel 125 55 12__ Single body part Depends on weapon & Fire Blunt 
Hex Flux 185 15 9_ Several body parts Light & Dark Blunt 


Dee 
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E- 
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ee 


POLE | 
LJ ruination 20 25 18___ Single body part Depends on weapon __ Piercing ud 
L_!Scythe Wind 15 40 15 Several body parts Air Piercing Inflicts status abnormality ‘Item Ability 

Decrease’, 
L__.Giga Tempest 135 55 12 ___ Single body part __Depends on weapon __ Piercing 
L_|Spiral Scourge 200 75 9 ___ Several body parts Water Piercing 

CROSDUE 
L_]Brimstone Hail 30 25 17__ Single body part Fire & Dark Piercing 

Heaven's Scorn 15 40 14 __ Several body parts Light & Water Piercing 
| Death Wail 145 55 Îl__ Single body part Dark & Earth Piercing 

Sanctus Flare 210 75 8 ___ Several body parts Light & Water Piercing 

VAE HDS 
Lotus Palm 10 10 21__ Single body part ‘Physical Blunt 
Vertigo 55 25 18 __ Several body parts Physical Blunt Inflicts status abnormality ‘Numbness', 
[_]vermillion Aura 110 40 15 __ Single body part Light Blunt 
_ |retribution 165 75 12 Several body parts _ Dark Blunt 


BATTLE AAIEITIES: CHAIN ABILITIES | ASSESSMENT; * * * * * — VERY USEFUL; * = NONESSENTIAL 

NAME OF INCREASES 

CHAIN ABILITY RISK BY EFFECT WHEN SUCCESSFULLY USED (The % figures always refer to the damage caused by the first (£) blow of the chain) ASSESSMENT 
L_\ Crimson Pain 2 Inflicts an additional 100% of damage on foe and deals 30% of base damage to Ashley. daad 
[__\ putting Impact 3 Inflicts status abnormality ‘Silence’. hen 
[_]Gain Life 2 Regenerates an amount of Ashley's HP equal to 30% of the damage dealt. zukd | 
L_\Gain Magic 2 Regenerates an amount of Ashley's MP equal to 30% of the damage dealt. en 
L_|Heavy Shot Î Inflicts an amount of additional damage equal to 70% of the damage dealt. Ae 
_]instill 1 Inflicts additional damage equal to 10% of the damage dealt and adds that amount to PP. ë 
(__\Mind Ache 1 Reduces foe's MP by an amount equal to 20% of the damage Ashley causes with his first strike. cd 
L_! Mind Assault 1 Reduces foe's MP by an amount equal to 30% of the damage dealt. pe 
(__]Numbing Claw 3 Inflicts status abnormality 'Numbness'. ‘id 
_lParalysis Pulse 3 Inflicts status abnormality 'Paralysis’. An 
_]Phantom Pain E) Inflicts additional damage equal to the total accumulated Phantom Points in Ashley's weapon. ted 
[__|Raging Ache 1 Inflicts an amount of additional damage equal to 20% of the damage dealt. | 
L_\snake Venom 3 Inflicts status abnormality ‘Poison’. Denn 
[L_] Temper 2 Inflicts an additional 40% damage on foe and repairs a small amount of weapon DP. kade: 

DATTEE ABIEIFIES: DEFENCE ABILITIES 

NAME OF INCREASES 

DEFENGE ABILITY RISK BY EFFECT WHEN SUCCESSFULLY USED (The % figures always refer to the damage caused by the first () blow of the chain) ASSESSMENT 
[__]Absorb Damage 4 Reduces damage by 20%. Effective against non-magical attacks. jenen 
[__|Absorb Magic 4 Reduces damage received by 20%. Effective against magical attacks. aks 
[_|Aqua Ward 4 Reduces water-affinity damage by half. sl 
[_]Demonscale 4 Reduces darkraffinity damage by half. ere 
[_|Fireproof 4 Reduces fire-affinity damage by half. had 
L_\lmpact Guard 4 Reduces physical damage by half. vele 
[__|Phantom Shield 6 Reduces damage by an amount equal to the accumulated PP of Ashley's shield. abel: 
(Reflect Damage 2 Reflects 40% of damage received without reducing damage. Effective against non-magical attacks. res 
[_|Reflect Magic 2 Reflects 40% of damage received without reducing damage. Effective against magical attacks. sle 
L__\shadow Guard 4 Reduces light-affinity damage by half. nds 
L_{Siphon Soul 6 Adds half of the MP used in foe's attack to Ashley's MP. Effective against magical attacks. wend 

Terra Ward 4 Reduces earthraffinity damage by half. ge 
L_\Ward 1 Successful use prevents 'Paralysis’ and ‘Numbness'. nn 

4 


Windbreak 


nes 


Reduces air-affinity damage by half. 


BEETLE oto tbl 
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BEELD 


Vagrant Story is all about being well prepared for your opponents. 
First and foremost, this means optimising your statistics. There is 
little point in confronting dangerous monsters when you are still 
suffering the consequences of a previous battle and are therefore 
low on HP and MP. Also, challenging a monster while your risk is 


EEE 
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Make it a rule to check your inventory frequently and use containers for storage. You will 
often find new items; this means that your slots are bound to fill up rather quickly. Store 
weaker weapons and armour in containers and only carry items you really need. It is also wise 
to store new grips and blades in containers, as these can only be assembled or combined in 
a workshop anyway - there is a container in every workshop. Sort the miscellaneous items 
every now and then to keep a better grasp of your possessions. Keep an eye on your armour’s 
DP and equip pieces with a high DP figure. 


vG UJb 
You ofte 
which Chain and Defence Abilities are the most effective against a given opponent. To make 
your choice easier, we list all Battle Abilities in the order of their efficiency and importance 
on page 9 in the "How to play” chapter. This will allow you to assign the best “standard” 
Chain and Defence Abilities to the respective buttons. Do bear in mind, however, that certain 
opponents are immune to some Chain Abilities, so experiment to find out which ones work 
best against which monsters. 


COEEROIEEED BY OPPOEENS - 


bur U UM 

Precise information on your opponent is most helpful if you wish to end battle quickly. You 
can only choose the most appropriate weapon and protection for a specific battle if you al- 
ready know the affinities and weapon types your opponent is weak against. Cast the Sorcerer 
spell ‘Analyze’ on a monster you are - literally - facing at the beginning of a battle, then open 
the menu screen and choose Status. The (LD and @D buttons take you to the status sub-menu 
of the targeted monster. Here you see how many HP and MP your opponent has and the cur- 
rent condition of its body parts. You can also open a monsters status sub-menu if you do not 
(or cannot) cast ‘Analyze’. However, all figures are displayed as "?”'. 


Pi 
Fi 
Ti 


BATT 


very high is near-suicidal. Restore your HP by casting ‘Heal’, then 
revert to Normal Mode to recover your MP and to clear risk faster. 
This is vital for your first steps in Leá Monde. Later, when you are 
more experienced and better equipped, you will find it easier to 
judge the necessity of restoring HP, MP and clearing risk. 


A 


MENU 
EZ zauie/e Aon 


DP 734102 


NE Fluted Glove 
Vanbrace 


HUMANESS 
BEAST, 
UNDEAD) 
PHANTOM 
DRAGON, 
EMIE ORG/EOP 
DEFENCE/STR 16 125 
DEFENCE/INT 13 127 


roan AGILITY -3 105 


Class: Armour 
Hagane Glove 


Armour with a high DP figure offers the best 
protection against attacks. 


HE SIAL, MP 77:27 
RISK ZERO 


BATTLE ABILITIES 
BHAINCABILITIES 
<5 Heavy Shot 
Gain Life 

in Mind Assault 


Gain Magic 


@ Raging Ache 
Temoer 


Crimson Pain 
RISK ï PO int 
werommanon 
Inflicts an amount of additional damage equal to 
70% of damage dealt 


Choose the most suitable Chain Abilities and 
Defence Abilities in the Battle Abilities 
sub-menu. 


HE SOE. MP 40:77 


RISK ZERO 


TARGET. 


Gremlin 58% 
TARGET: Single 


The 'Analyze’ spell uncovers the weaknesses of 
your opponent, in this case a Gremlin. These 
can be viewed in the Status sub-menu. 


He 188-123 MP 75:57 


WATER 
LIGHT, 
DARK 


verommanen 


Hit location defence value vs. ohysical 


268-102 MP5: 
RISK 0 
f a, STEEASSZAFFINIDVADIPE 
BLUNTIZE 
engeosre 
PIERCINGEU 


he. omge 
„STRENGTH 137 

INTELLIGENCE 133 12 

AGILITY 118 11 


Hit location defence value vs. blunt attacks. 


attacks. Armour bonuses not included. BIB Armour bonuses not included. 


Press the @ button to find out the affinities your opponent is strong 
or weak against. Press the @ button again to see the weapon types 
the monster is resistant or weak against. The lowest affinity figure 
represents the weakness you are looking for and should quide your 


The Gremlin has a high fire affinity but is weak against blunt attacks, so increase your armour’s fire affinity and 
choose a blunt weapon to attack the Gremlin. Raise the water affinity of this weapon to cause greater damage. 


choice of weapon, as should the lowest weapon type figure. For best 
possible protection, look for the highest affinity figure of your op- 
ponent and attach gems that raise this affinity to your shield. Equip 
an accessory of the same affinity. 


B aurp7acaros hj Short Sword 
op 8g-rzo PP IED, ° Battle Knite 


Fandango 


Once you know the weapon type and affinity your = : eeen 
opponent is weak against you can rummage in your PIERCING Je 

inventory to choose the weapon best suited against ai BA brune 
this creature. Ideally, your weapon should be of the VER NE 
type and affinity that your opponent is most vul- en DA SUrr 


Class: Warrior’ s Weapon 
Bronze Axe B Mace (Blunt/One-Handed) 


nerable to. In practice, however, this is seldom the 
case as there are too many possible combinations of 
weapon types and affinities. You cannot carry even a 
fraction of all of these weapons. 


Choose Equip in the Items sub-menu, and then 
choose Weapon. All of the weapons you are 
currently carrying are now listed. Their type 

and affinities can be viewed by 


When facing your middle-of-the-dungeon-passage pressing the © button. 


monsters, it usually does to equip a weapon that is 
suited halfway - maybe one that has the same class 
‚_as the monster and is of the type that this creature 
“is weak against. You can then enhance the required 
affinity by attaching the corresponding gems to the 
grip of your weapon. 


u 


|“ For best protection, open the monster's status sub-menu as described in the previous section 
and look for the highest affinity. This is the one you need to enhance to soften the blow of 
your opponent’s attack. Choose the gems best suited to increase this affinity and attach them 
to your shield. Unfortunately, your pieces of armour cannot be fitted with gems and might 
} need to be exchanged completely. Seeing that you can only carry a few items of this catego- 
IE ry, this is not really an option in most battles. To make up for this, you can equip different 
accessories … 


p ) rbe 
UL ) pt 


LEGS Fluted Le 


Short Sword 
SE \' Short Sword 
GTELASS/AEF INI TY/TYPE, Cross Guard 
PH NJ ) Undine Jasper 
FOK 


WATERZ24 orG/eaP 
RANGE El 10 
iN RISK 1 
ATTACK/STR 2 
AT TACK/INT 
mn AGILITY 


Press <OK> when setup is finished. 


Choose Setup and then Attach Gems in the 
Items sub-menu. Now decide which Weapon 
you want to attach gems to. The number of 
gems you can attach to a weapon 
depends on its grip. 


OMTACHT Shie1d 
4 locus 
GICLASS/AFF INI TY/ Tyre BUS) Haeratis 
PHYSICAL _O \ Dragonite 
AIR 
FIRE 
EARTH 
WATER _-! 


LIGHT, Í ORG/EQP 
STRENGTH 2m 
DARI INTELLIGENCE 4 118 


Salamander Ruby 


INFORMATON AGIUTY 3 111 
Ruby imbued with the power of the Salamanders, 
Slightiy increases fire affinity. 


Choose Setup and then Attach Gems in the Items 
sub-menu. Now decide which Shield you want to 
attach gems to for better protection against 
attacks. 


är 


Once you have set up the optimum weapon and shield you can add an extra dash of attack 


nestor 8 Beaded Ank 
ee | 
Remember to equip the accessory best suited 
against your opponents. This is of particular 
importance when facing a boss monster. 


power or protection by equipping the corresponding accessory in the Equip sub-menu. As you 
can only equip one of these, you must decide whether to enhance your attacks or increase 
your protection. Use the same criteria as explained for weapons and shields above. Generally, 
it makes more sense to increase your attack power, seeing that the aim of battles is to end 
them fast by subduing your opponents. Of course, enhanced protection can save your MP or 
precious Cure items during battle. 


hadi 4 


U PM GIMDHE EUGMUPLS UU RK Ul LG MED SEPHUU 

Even fully equipped you can still perfect your preparation for battle by casting the appro- 
priate spells. These gain in importance if your weapons and armour are less effective. All 
spells that temporarily increase certain affinities of your weapon ('Fusion' spells) or your 
armour (‘Guard’ spells) are listed in the Enchanter entry of the Magic sub-menu once you have 
learned them. Raising an affinity by magic always lowers the opposite affinity. Remember that 
you can only use one of these Enchanter spells at a time: The next spell neutralises the one 
cast before. 


There also are some useful Sorcerer spells that temporarily enhance your attributes: 
‘Herakles’ (increases strength), ‘Enlighten’ (increases intelligence), ‘Invigorate' (increases 
agility) and ‘Prostasia' (enhances your equipment). As ‘Prostasia' affects your equipment, 
you should not use this magic when you intend to cast a ‘Fusion’ spell: The second spell will 
neutralise the effect of the one cast previously. Also, you can only enhance one of your 
attributes at a time. You cannot benefit from, say, ‘Enlighten’ and ‘Invigorate’ at the same 
time. For complete protection against your opponent's magic, cast ‘Magic Ward’. This will 
neutralise the next spell aimed at you, regardless of who casts it. So cast ‘Heal’, ‘Herakles’ 
or whatever you feel you need before using ‘Magic Ward’! 


Once the next spell is directed at you, the ‘Magic Ward!’ is cancelled and you will have to cast 
= it again if you need to renew your protection. If no magic is directed against you, the ward 
will persist; it does not expire. Should you need to cast a spell on yourself, neutralise the 
© ‘Magic Ward’ by casting ‘Antidote’, a spell that only costs 3 HP. Then cast the required spell. 


Casting the Enchanter spell 'Pyro Guard’ will k 
increase the fire affinity of your armour, in this de 
case offering better protection against Gremlins. 


The Sorcerer spell Magic Ward’ is excellent to 
fend of the next magic attack directed against 
you. 


n_STR-dowun/100% 


ent 
TARGET: Sin. 


The chance of success displayed when you tar- 
get an opponent (in this case: 100%) indicates 


In this example, casting ‘Degenerate” will lower 
the monster’s strength. 


whether a monster is immune to a certain spell. 


the opposite effect and can weaken your opponent. For example, ‘Degenerate’ temporarily 
decreases the target's strength, while ‘Tarnish' lets the target's equipment deteriorate temp- 
orarily, making it more vulnerable to your attacks. Unfortunately, some opponents (not only bos- 
ses) are immune to certain spells. This is indicated by your success rate of "0%' below the 
range grid. Also, there is little point in decreasing a monsters strength if the creature only 
attacks with magic anyway and does not require physical prowess. 

Take your time to see which of the many spells are effective and choose one (if you are sure 
you want to spend precious MP). Judge for yourself whether it is worth spending MP on a spell 
or whether it is more effective to attack, say, with a Break Art. 


PlhoolBEE HLEED Io HED BATES 


EEG UO 

The first hit you land is decisive for the effectiveness of your Chain 
Abilities as most of their results are calculated from the damage 
vou inflict with this first blow. If you use Chain Abilities such as 
Heavy Shot’ or ‘Gain Life’ your initial hit should be very well timed 
and cause as much damage as possible. If your timing was good 
Ea enough to initialise a chain but you did not deal much damage you 
__might want to forsake the chain and try again rather than increas- 
ing your risk with ineffective follow-up blows: Remember that the 
© more chain attacks you perform in a row, the faster your risk 


} Once the grid is displayed you 
can take your time to view the 
{_ various body parts that are in 
‚{° range, which ones are easiest 
to hit and where you can cause 
the greatest damage. In this 
{_example, you will deal 27 HP 

j, damage to the monster’s head 


ĳ with a 89% probability. 


HEAD HP 27/89% 
TARGET: Single EGD/W 


RANG 


increases. So, when facing a boss or several monsters, you might 


! ‚U 
want to restrict your chains to a maximum of three consecutive 
blows to avoid risk rising disproportionately while still making use 
of your Chain Abilities. 

Press the © button repeatedly immediately after ending a chain to 
display the range grid. Alternatively, keep the button pressed 
to open the menu screen and choose a spell, an item to use or 
maybe assign new Battle Abilities to the various buttons. 


j_Chain Abilities and their useful 
side effects are of particular 
help when you face strong or 
*_multiple opponents. In this 
case you have inflicted 
}__Paralysis on the monster by 
{_using ‘Paralysis Pulse’. 


Defending against disastrous blows is, in its own right, just as impor- 
tant as optimising your attacks. As some opponents use extremely 
harmful skills and spells, you should practice using your Defence 
Abilities as soon as possible. They help deflect part of the damage 
you would otherwise take or can even reflect some of the damage 
back to your opponent. Each attack against you is preceded by a 
short animation of the monster in question. You cannot control 
Ashley during this time. Watch the opponent and look out for the "!" 
symbol to appear above Ashley's head. 


If your opponent attacks with a weapon or with its bare fangs or talons 
you return 40% of the damage received back to your attacker by suc- 
eessfully using ‘Reflect Damage’. Press the button to which you have 

assigned this Defence Ability as soon as the “!” is displayed above 
Ashley’s head … 


Ú 


Break Arts are useful when your opponent passes out of range. This 
will cost you some HP. Break Arts are also useful against monsters 
that inflict status abnormalities (such as Poison or Numbness) on 


During your first sojourn in Leá Monde you will not find your Warlock 
spells (with the exception of ‘Spirit Surge') too impressive. This is 
mainly because of Ashley's comparatively low intelligence at the 
beginning of Vagrant Story. The higher your intelligence attribute, 
the more effective your magic becomes. The inefficiency of Warlock 
spells is also due to their low level: Several of these spells (for exam- 


Whenever several monsters stand close to one another 
you can cast a Warlock spell to deal damage to more 
than one opponent at a time. 


This is the precise moment to press one of the buttons assigned to 
your Defence Abilities. Parrying an attack is definitely harder than 
timing your own attacks correctly, but it can be done and will help 
you avert much harm - especially when you face monsters with 
extremely damaging spells or other attacks. 

Defence Abilities are of particular use against monsters that you can 
barely harm with your weapon: ‘Reflect Damage’ and ‘Reflect Magic’ 
reflect part of the damage your opponents originally dealt against 
you. 


This enables you to eventually defeat monsters when your weapons 
appear to be powerless. 


This requires considerable practice but is well worth the effort. 
‘Reflect Damage’ can help you defeat the strongest bosses even if your 
weapons do not deal them enough damage. 


you. Choose a comparatively safe vantage point or run out of your 
opponent's range and strike with your chosen Break Art. This will 
make some battles considerably easier. 


ple, ‘Gaea Strike’ or ‘Flame Sphere’) can be enhanced in levels by 
using multiple grimoires of a kind, reaching a maximum at Level 4. 
With each new level, the potency and range of these spells increase. 
Magic that affects a larger area and can damage several body parts 
of more than one opponent is quite effective against hordes of foes. 


The damage dealt to each body part may not 
be high but bear in mind that the total damage & 
is nevertheless sizeable. 


a an 


| 
Î 
_ 
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Li ! Hu 
Always keep an eye on your HP Si risk aur battle. Asa tule: you should never let your HP 
drop below half of your maximum HP, at worst 30%. Otherwise, you might be defeated by a 
single attack from your foe, obliging you to resume the journey from your last save game. So 
make sure to restore your HP by casting ‘Heal’ or by using precious Cure items. Status abnor- 
malities such as Poison or Curse can also be cured by the appropriate items or spells. 


Always try to use magic before depleting your supplies: MP regenerate by themselves, while 
Cure items, like Vera and Mana as well as related items, are hard to come by - and vanish when 
used. You will find that, during your first visit to Leá Monde, there do not seem to be many of 
these items. 


High risk is rather annoying when you battle several monsters or a boss. Risk can only be 
lowered by using one of several corresponding items (such as Vera Bulbs). As these items are 
extremely rare, it is wise not to let risk rise too high in the first place: Save your chain record 
for other occasions, such as dummy practice. 


Ás Sorcerer and Enchanter spells wear off with time you will recei- _ to cast the spells (or at least some of them) again, depending on 
ve messages to this effect during long battles. Should victory beat your current MP. Only spend your valuable Mana items to restore 
hand you do not need to renew the beneficial effects. However, if __MP if you are sure you absolutely need a particular spell for which 
the encounter is likely to take a few more minutes you might want __you do not currently have enough MP. 


Remain on your feet ds battle and keep changing your position after 
an attack. This increases the probability that you can take action next 
while your opponent is still busy gauging the distance between the two ’ 
of you. Bear in mind that you cannot be attacked while you are perfor- , grITEMS @; SHAMAN 
ming a leap, that is, in mid-air. Try to change positions by jumping to and rent nn ee ge 
fro and press the L2) button or the © button before landing to open the 6 

abbreviated commands menu or the menu screen as soon as you touch 
ground. This gives you any amount of time to choose your next attack, 
spell or item while your opponent waits helplessly. 


Press the L2) button when jumping or attacking and keep it pressed to 
display the menu shown on the screenshot. This shortcut allows you to 
choose your next action faster than by using the regular menu screen. 


HETE WIED LARA: 


All opponents leave useful pieces of equipment behind afin batt- _ items in order to clear space. How to best manage your inventory 
e. Make sure to pick up what others have left behind. This might _ is explained in the “Items” chapter - please read the section "Too 
require you to order your inventory or discard other, less useful many pieces of equipment - what now?” on page 116. 


rp U ER SS 8. 3 
eal hr wounds by casting ‘Heal’, then return to Normal Mode to of he Once you are fully “restored” you will be ready to explore 
ver MP and clear all risk within a comparatively short amount _ the next of Leá Monde's many locations. 


HOW TO PLAY 


bIEERAG TER) 


Alde Afl, MJ tr Tho ol, cherhar ge zor Dhr Veeel [lor we 
Al heed E aci. Th. a maln de eÌ Tris dd 
OÌ toyfler [heir De hels lu ltr opl hale, En Ye 


IOULEY MOT 


Ashley is the elite Riskbreaker of the VKP. For some unfathom- 
able reason, he has very little memory of his past. Yet every step 
that takes Ashley deeper into the magic-laden city of Leá Monde 
also brings him closer to revelations of his personal history. 
Beset by enigmatic visions, Ashley remembers battle skills long 
buried in his past … 

As a Riskbreaker Ashley's main duty for the VKP is to eliminate 
the most dangerous felons. He never shows any emotion and car- ‚ | 
ries out his missions with clockwork precision and routine. When 
the residence of Duke Bardorba is besieged and occupied by the 
Müllenkamp cult, Ashley is sent there by the VKP. He finds and 
confronts Sydney Losstarot, leader of the cult. Then, Ashley's 
journey to Leá Monde begin 


is nf: 
aimed sect leaders. Sydney's charisma a rela&d% to hi 


Br she 


ê 0 
and the past of others ike an open book. This gift enabled 
y to become the leader of the Müllenkamp cult in a very short 


y seems immortal; not even a dagger driven straight into his 

can harm him. As he comes upon VKP agent Ashley Riot in the 

ardorba residence, Sydney recognises Ashley's special strength 

and lures him to Leá Monde. His motives for the cat-and-mouse 
ame that now begins remain obscure … 


GEEN HERE 


Callo Merlose is a young and very talented analyst specialised in investigating sects and 
their connections with violent cases of felony. After completing her magisterial thesis in 
the fields of criminal psychology and that of religion, she was transferred to the VKP. 
Although fairly new to the VKP, Calfo Merlose possesses sound judgement and is capable 
of taking decisions without hesitating. She is not easily upset and is known to remain 
calm where others would panic. Callo Merlose is assigned to back up agent Ashley Riot 
} in the Bardorba manor and to accompany her colleague to Leá Monde. 


ROES GUILDENS 


Leader of the “Crimson Blades” — Knights of the Cross - who boasts countless medals and 
distinctions. Romeo Guildenstern is driven by an iron will. His remarkable feats earn him 
a high rank at a comparatively early age, yet his methods are not always in accordance 
with the principles of the Holy Church. Guildenstern relentlessly pursues his gòals. His fPBZEN, 
current actions are a striking example of his ruthlessness: High-handediy and without) 
orders from above, Guildenstern commands his men to storm the manor of Du 4 
Bardorba. : 


Ht HoENLAHEG 


Throughout his journey around Leá Monde, agent Riot is follo- 
wed by the mysterious Rosencrantz, who claims to be a 
Riskbreaker sent to support Ashley. However, Ashley doubts the 
friendly words of this enigmatic man, not teast due to the fact 
that Rosencrantz is immune to magic … 


Ás the faithful aide of sect leader Sydney Losstarot, John Hardin is one of 
the most important members of the Müllenkamp cult. He is trusted by 
Sydney and has reached his current position not only due to his honesty 
but also because of his deep mistrust of a society that, in his eyes, seems 
to tolerate criminals. Hardin is a close friend of Sydney and one of the few 
allowed to speak their minds freely in his presence. Hardin's rough 
demeanour conceals a milder man … 


Ll 


Ek 


in SeABO RON 


4 Joshua is Duke Bardorba's little son. He is the most precious 
thing on earth to his father and falls into shock, remaining mute, 
from the moment Sydney and Hardin abduct him. Or is Joshua 
silenced by magic? Whatever the reason for his state, the boy 
clings to Hardin. Maybe Joshua senses the gentle disposition of 

this seemingly gruff man … 


ace, regarding an unsolved felony 


Tt 
t fr 
We havesreceived à report fl | 
ee iliti or member of 
, Rae: Ee ki an ak of the Riskbreaker militia, has murdered a senior 
Sel ä 5 b, . B 
bree Duke Bardorba, and is still at ee nd Een 
The incident began with the occupation of RO rde Ee 
Ï "Mülle 5 À 
of the occupying cult group Ô dh, 
Re the cardinal and the release of the en nie 
What was the felon Sydney's true objective? … An Ee en 
Only agent Riot, once our dear comrade, can answer ee ic 
el ee no-effort finding him! Also, there is à peculiar rumout rat many WIS 
dte ‘Duke's residence burned. B ee 


me WERT zE 


BN WEEK EARLIER … VKP HEADQUARTERS, VALNAIN 0:24 A.M. 


Crisis meeting at the headquarters of the VKP, the Valendia Knights of the Peace. Duke Bardorba's manor was 
taken by religious fanatics of t en) ult. They currently hold numerous hostages. Yet those council 
members present at the VKP in, ore complex terrorist activities behind the simple incursion 
of the zealots. Agent Ashley Riot, a iskbrea r, is sent to investigate on the manor grounds. 


fehidia Knights of the Pe 


arth are those who escaped? 


a. dragon. 


DUKE BARDORBA'S MANOR, GRAYLANDS 1:58 A.M. 


= 
Ss Ashley is hailed by agent Callo Merlose outside the residence. Agent Merlose has been waiting Í 
mm | for her colleague and briefs him on the recent development of the situation. After this, Ashley | 
3 enters the manor grounds alone. 5 
== ZA 5 es 
ss Ls : 
EE DUKE BARDORBA'S MANOR, GRAYLANDS 2:32 A.M. 
| = Meanwhile, Romeo Guildenstern, leader of the "Knights of the Cross" has penetrated the residence and is en 
Í searching for Sydney Losstarot, leader of the Müllenkamp cultists. Whoever stands in Guildenstern's way is Ì } 
| ruthlessly obliterated. Guildenstern follows his own agenda … À | 4 


While agent Riot carefully reconnoitres the manor, John Hardin, the cult leaders aide, orders 
all hostages killed without exception. Suddenly, Ashley is discovered and a battle for life and 
death begins … 


H THE CHAMBERS 
rit Twe mostheas!! 


1971250 MP SOrs0 PS BATTLE MOD) 
HSK ZERO 


Take action and defeat the pair of cultists: Draw your 
weapon and direct your blows against the heads of the 
| Müllenkamp soldiers. 


HEAD HP 48/90% 
TARGET: Single EGD/PHY/Human 


Inside the residence, Sydney Losstarot appears to be seeking something … what could it be? 
Feeling threatened, Sydney finally orders brutal measures to be taken: Joshua, the Duke's lit- 
tle son, is to be brought to him. 


However, Sydney has not taken the Riskbreaker into account! Yet as Ashley overwhelms the cult leader he 
makes a gruesome observation: Even a bowgun bolt shot straight through the heart fails to kill the cult lead- 
er! Before taking flight, Sydney calls a dragon to his aid, setting it on Ashley. 


Fortunately, the monstrous (a 
beast is seriously wounded and | 


gives little resistance. 
Meanwhile, Sydney flees … 


GER TH HE MIGHTIEST FORTS OF VALENDIA … AT ITS HEIGHT, 
MMUNITY MORE THAN 5,000 PEOPLE STRONG. 25 YEARS AGO, A 
GHT THAT CHAPTER IN LEA MONDE'S HISTORY TO A CLOSE. 


ay from these dramatic events, Duke Bardorba receives a report. Rather than grieve 
‚ the hostages and his plundered residence, the Duke sends a spy to burn down the entire 
: ‚_manor regardless of those still within the walls of the residence! Apparently, the Duke is play- 
Gan \t__| ing his own game … 


Bur The moskees, 
YOUR FAMELY, 


___} Leá Monde cannot be reached directly. A subterranean maze of vaults 
must be crossed to enter the inner city. A maze fraught with danger, as 
Ashley soon discovers … 


1 according to the survivors, our comrade agent Riot headed out for Leá Mo 
P/ before noon. Of course, the reports are vague and we cannot deny the possi 
of inaccuracies, yet given that there is only one path to infiltrate Leá Monde, this 
office believes the reports to be valid. 
Excerpt from Graylands incident investigation report (section 3.14.) 


cky puzzles. Rather than giving away the solution in 
e fun and satisfaction that comes from solving the puzzles yourself, we have added distinct 
nore, if you wish. Here, the solution is explained step by step, illustrated by screenshots 


Map showing all rooms of an area 


Puzzle insert with a step-by-step solution 


TOE CENTRE WEST 


ans GAC ST 


Screenshots from the game Monster box with all the Boss information 


You are on your own upon entering the Wine Cellar. Use 
this quiet anteroom of the dungeon to familiarise yours- 
elf with the controls and to practise the movements of 
your hero, Ashley. Walk around, adjust the camera by 
using the and buttons and enter first-person 
perspective (by pressing the STARDbutton or by using 
the Right Stick). Like the menu, the first-person per- 
spective also pauses the game. While in this mode, your 
opponents are immobilised and you can take time to con- 
sider your strategy. However, the internal clock that 
counts your total playing time continues to run regard- 
__ less. 


[1-2] 


> You see a circle surrounded by magical blue fog and a 

‚… treasure chest (screen 1) in the Worker's Breakroom. 
„ Stand in front of the treasure chest and press the SUE 

kol e open Ë You now receive: ;kle 

& Leather Glove / Vera re Bulb» 

5 You can n also Blan the Circle of Magic Save Point, and save 

your game to a Memory Card. Having just started your 

adventure, you might prefer to enter the next room with- 

out saving your progress. 


SE) PENTAGRAM: 


_ SEN rmensune ones: 
PS conmanen: 


RED-RIMMED ROOMS: 


ONE WAY DOORS: 


ES OPEN EXITS: 
1 LOCKED DOORS: 


[7-12] ROOM NUMBERS: 


(NS) Boss: 


STOCK SIGIL 


(only after defeating 
the Lich) 


Circle of Magic (Save Point). You can save your game here. 
This contains valuable and useful items. 

Store excess items here to free space in your inventory. 
Indicates the direction - north is always “above”. 


Ambush - all exits are locked when you enter the room. 
You can only leave after defeating the resident monsters. 


These can only be opened from one side. 
These exits can be used. 

These require specific keys or sigils (these are always named). | 
Points you to the corresponding text passage. 


Á boss waits for battle. 


Fighting begins! Entering this room, you are subject to attacks from 
above. Press the © button to enter Battle Mode and draw your 
weapon (if you have not already done so). Press the © button 
again as the Bat draws nearer. The green targeting sphere that is 
now displayed shows the range of your weapon. If the Bat is within 
your range you can attack it by pressing the © button one more 
time (screen 2). 


HP 236*250 MP 50*50 


RISK E 


Le SCREEN 2 


[4] OMIHERAAADE CTA 


As you enter this room you overhear two knights, Goodwin and 
Sackheim vainly attempting to force a door open. They do not fail for 
lack of strength: The door has been sealed with a magical sigil. You can 
explore the room after the knights have left. 


Examining the door you find that it can only be unlocked with a 
Chamomile Sigif. For now, you have to leave the room through the same 
door the knights used earlier. Step into the small hollow to the left of 
the broad stairs (screen 4) to find a ‘Heal Panel’ trap. It restores a cer- 
tain amount of your HP. Unfortunately, not all traps you will happen 
upon are so beneficial. 


[ST EIND LAILD HA 

You have caught up with the pair of knights you saw in the previous 
room. They are admiring another phenomenon: A floating tile is moving 
to and fro across the hall. Following the knights’ conversation you 
understand that this has something to do with the power of a 
“Grimoire“. Suddenly, a child appears, only to vanish instantly. 
Unfortunately, the knights are alerted to your presence. Battle is inevit- 
able. Concentrate on one opponent at a time and try to keep your first 
opponent between you and his comrade (screen 5). Scroll through the 
list of body parts that can be attacked (shown when your targeting 
sphere is displayed) and aim your blows at the parts with the least pro- 
tection, e.g. the head. 


HR 265:250 MP 50250 
RISK r RISK ZERO 


HP 250-250 MP___50+50 


Now sheath your weapon (@ button) and climb onto the crates. A 
short leap with the @ button helps you climb up the barrier in the 
middle of the hall (screen 3). Jump down on the far side and leave 
this hall. 

You can watch your HP regenerate if you were wounded by the Bat. 
They are restored considerably faster in Normal Mode. 


RISK/ZE 


N HP 250-250 MP 


N RISK'ZERO 


ENT ACRCNNCT LTE Vl 


SCREEN 4 


Exploring the room after your victory you discover another Circle of 
Magic you can enter to save your game in the menu. A few steps from 
the Circle of Magic (Save Point) you find a container that allows you to 


store items you do not need at the moment (screen 6). Make frequent Hé 


use of these containers (their contents are identical wherever you find 


them) to lighten your rapidly filling inventory: You will soon possess f 


many more pieces of equipment than you can carry. Next, climb onto 
the ledge in the middle of the hall and use the floating tile (later, you 
will find that these are called Cloudstones) to access the ledge with the 
other exit (screen 7). Leave this hall. 


HP 212250 MP 50:50 
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SCREEN 6 ie SCREEN 7 


_HOW. TO PLAY 


Here, you make the acquaintance of a new monster type. A Silver 
Wolf attacks you, flanked by a Bat. After striking them down the 
strange rumbling that you noticed upon entering the room captures 
your attention. However, you are unable to detect the cause of the 
quake. The remaining exit is 'guarded”' by a ‘Gust’ trap that reduces 
your HP (screen 8). However, having received this warning, you can 
avoid stepping on the trap. 


11 DIND 


rme ater an the UE you are confronted by a Crimson 
Blade. You must then solve the first cube puzzle of the game in order to 
cross the rock barrier in the centre of the room. If you do not find the 
solution on your own, look up the puzzle insert on this page and follow 
the steps explained in order to gain access to the ledge. 


[1-8] PiLAMOPD 


A scary room, indeed. Another tremor shakes your surroundings, rear- 
ranging the chamber’s architecture. Defeat the pair of attacking Bats 
and inspect the simple map in the bottom right corner of the screen. 
You will detect a third room exit that was not obvious from looking 
around! Climb up the ledge on the east wall and jump west towards the 
higher ledge (screen 9). 


A few steps closer to the west door you encounter a Silver Wolf. Dodge 
it or defeat it before entering The Reckoning Room. 


me 
| He 291550 


_ SCREEN 8 


Another Crimson Blade waits on the far side. This one is armed with a 
crossbow rather than a sword, allowing him to attack you from a greater 
distance. Close in as quickly as possible to avoid being shot and defeat 
the soldier. Leave the room through the remaining door. 


B HP 250250 MP 
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( SOLVING THE CUBE PUZZLE IN THE | Í 
FINE VINTAGE VAULT 


1. Destroy one of the Carry Cubes with 
your weapon. 


As soon as you enter this room the door is locked, blocking your flight from the two Silver Wolves 
and the Bat. Move around to avoid being circled by the beasts. Strike them down and turn del 
attention to the treasure chest, It contains in eolloning treasures: Seventh Heaver 
Reinforced Glove / Vera Root / Cure Root „ As if by magic, the door is ilse again 
after battle and you can step back into the Chamber of Fear. Leave the chamber through the north 
door. 


ENAN IANA TA ANAT 


2 LEDUU HD HEE 
After ear: a Silver Wolf and a Bat you fe solve another cube puzzle in order to reach the next 
_ door. Just a little tip: This time you do not need to draw your weapon. Instead, use your muscles … 


ôt 


2. Climb up the remaining pile of Carry 
Cubes. 


HELI9I:iS0 MP S0:5 
RISK ZERO 


3. Jump onto the rock barrier. 


3. Place the Carry Cube next to the wood- 


1. From the ledge, lift the top Carry 
Cube from the ee of three. 


2. Turn and walk north. 


en scaffolding, step on the Carry Cube 
and climb up the scaffolding. 


TES ME 


(LL TAD 


Yet another party of two awaits. Immediately jump down from the scaffolding and defeat the 
Bat as well as the Silver Wolf. The exit is locked but you discover a lever on a wooden scaf- 
folding next to the door (screen 10). If you have problems reaching the lever, look up the puzz- 
e insert on this page. 

You have three seconds to reach the door after pulling the lever (by pressing the ©) button). 
= Drop down from the scaffolding to make it in time. Do not let failure discourage you - this 
short chase might take a few attempts to master. 


[1-12] fl | 
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You have another vision of the boy you caught a fleeting glimpse of earlier. Still unable to 

understand the meaning of these visions, you concentrate on your immediate concerns … 

Two Bats approach but by now you are able to eliminate them routinely. Then solve the cube 


puzzle to reach the exit. With the experience you have gained so far this should not pose a 
problem. 


SOLVING THE CUBE PUZZLE IN THE 
ROOM OF ROTTEN GRAPES 


1. Destroy a Carry Cube and pick up one 
of the remaining Carry Cubes. 


[1-13] 


Here you have another opportunity to save your 
progress. You also find new treasures in a treasu- 
re GE 


Pick up Sie items, check your inventory and 
health and save your game: Big trouble is brewing 
behind the next door … 


2. Place the Carry Cube in front of the north 
wall mi fetch the second Carry Cube. 


3. Place the second Carry Cube atop the 
first one and climb up. 


HE 2507250, MP 50:50 
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SOLVING THE CUBE PUZZLE IN THE 
RICH DROWN IN WINE 


1. Destroy one of the Carry Cubes near 
the entrance. 


Risk 


2. Pick up the remaining Carry Cube and 
place it next to the wooden scaffolding 
with the lever. 


. Step on the Carry Cube and heave your 
self ed the scaffolding. 


2, MP 5050 
ensen 
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A huge Minotaur attacks with his giant mace: Your first boss encount- 
er. However, the odds are not nearly as uneven as they may seem. 
Close in on the monster, concentrate on hitting its head and you will 
| eventually subdue this boss even without being able to use magic. 
Í After defeating the Minotaur the wheel of chance allows you to 
(more or less randomly) improve one of Ashley's statistics. You are 


For now, Ashley’s past catches up with him. Long-forgotten skills rise 
from memory: the Battle Abilities. Practise them in one-sided com- 
bat against the dummy knight in the Blackmarket of Wines. You find 
a detailed explanation of Ashley's Battle Abilities on page 13 in the 
“Battle System” chapter. 

Now that you have the Chamomile Sigil, make your way back to 


also rewarded with: Chamomile Sigil / Grimoire Guerir / Grimoire _Smokebarrel Stair and unlock the door leading north. Watch out for 
Debile /. monsters that have re-populated rooms you had cleared earlier. Also 
There is also a hiel chest on a ledge in this elk It contains: remember to avoid the harmful traps … and make use of the ‘Heal 
Pelta Shield / Vera Bulb x3 / Yggdrasil s Tears x15. Leavingthis Panel’ trap if the need arises. 


room Ashley comes he ‘Sydney, who discloses the secret of the boy 
and mercilessty unveils a dark chapter of Ashley's past. Yet Agent 
Riot cannot challenge Sydney, seeing that he holds Agent Callo 
Merlose hostage. Reluctantly, Ashley lets the leader of the 
Müllenkamp cult go. Surely, there will be another chance to confront 
Sydney. 


HEEE 


iet, SPECIAL ATTACKS: 
Giga Rush 


TYPE OF 


ĳ mam BATTLE MODE 
Head 92 BOSS 218 B 
RArm 139 ger k RE \ Ee 
LsArme (139 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth ; k Ó 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


Just behind the entrance of tis room you find Mandel The knight is lethally woun- 
ded and beyond hep or hope. His body is suddenly jolted into unholy life. Stand up 
to this undead warrior before he perforates you with his Rapier. After winning this 
…__ battle you receive the Rapier as a reward. Now continue your way north. 


EE CHEAP WN 
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by three undead opponents here (screen 11). To be precise: a Zombie, a Zombie 
„_ Fighter and a Ghoul await. The Zombie Fighter is particularly well armed and wields 
== a mighty axe. You can take up battle with the monsters to practise your Battle 

S_ Abilities. Alternatively, you can choose to dodge their attacks and flee through the 
north exit. The elevated platform on the east wall is ideal for battle, as the two 
weaker undead opponents cannot access this height. 


your Battle Abilities. They help you become better prepared for migh- 
tier monsters. 


exploring this hall you will hear a nasty screeching, 
scratching sound. The noise is caused by a Durahan, a living armour 
uninhabited by a body. 
Start by climbing up the east wall to reach the ledge. As soon the intro- 
ductory cinematic has ended and you regain control over Ashley you 
have a choice of two tactics. You can jump to the pillar north of the 
ledge, draw your crossbow Seventh Heaven and fire at Durahan, safely 
out of its reach. 
Alternatively, for a greater challenge, you can sprint to the niche in the 
northeast and raid the treasure chest, it contains: Rusty Nail / 
Braveheart / Cure Bulb x3. Now weaken Durahan by casting 


HE 


‘Degenerate’. Next, move to the aforementioned pillar near the east 
wall and run around it to shake off your opponent. After rounding the 
pillar once Durahan is convinced of having lost you and will trot away. 
This is your chance to pursue it and lunge at Durahan's abdomen. 
After this victory you receive another chance to improve one of your 
statistics at the "wheel of fortune”. You are also rewarded with: Elixir 
of Queens / Elixir of Mages / Grimoire Lux. Now leave the room 
through the north exit. You have completed the Wine Cellar. 


| 
BN secun armacks: 


Drain Heart, Drain Mind, 
Herakles, Degenerate, 
Poison Mist, Clearance 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITY: Physical, Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


ATAC 


_CATACOMBS 


LILY SIGL 


This room offers an excellent opportunity to re- 
store your health after the preceding boss battle. 
D It contains a Circle of Magic (Save Point), a contai- 
TT ner for excess items and two beneficial traps. They 
3-1 are located in the southwest corner of the room 
(screen 1). Step on the ‘Heal Panel’ and ‘Cure 
Panel’ traps and continue north. 


A Hellhound patrols this room, too. You also 
notice a heap of bones on the floor. Upon 
closer inspection they rise to form a 
Skeleton. You do not need to awaken it if you 
prefer to avoid battle. However, you might 
want to keep clear of the ‘Freeze’ trap in 
front of the north door (screen 2). Stepping 
on it costs a number of valuable HP. 


This dimly lit hall is haunted by a Bat and a staggering Skeleton. Upon closer inspection the 
pile of bones between the tombs rises to form a second Skeleton, so you might want to avoid 
walking there. 

There is an opening in the west wall that you can only reach by moving crates. The cube puz- 
zle insert on this page explains exactly how to go about this. If you make your way to this exit 
you will enter the Rodent-Ridden Chamber next. If you use the north door instead exploration 
continues in the Prayerhall to the Martyrs. 


This room contains vet another cube puzzle in addiiian to a rather well protected Skeleton. You 
might want to battle against the undead monster, since your victory is rewarded with a Bone 
Helm. This helm explains the reduced damage caused by hitting the Skeleton's head. 

In order to gain access to the treasure chest, you need to use your brains and muscles to solve 
this cube puzzle. It contains the following items: Pink Squirrel / Gross Guard / Cuirass / 
Long Boots / locus / Mana Root x3 / Cure Bulb x3. Return to the Persecution Hall and walk 
north to enter the Shrine to the Martyrs. 


(261 e{LNf 
of) | | 
The Skeleton and the Hellhound prove less of an obstacle than the north door, which is firmly 


wedged shut. Its fittings are so rusty that nothing short of an earthquake could open the door 
… this leaves the east exit as your only option. 


[2-1] 


Remember to use your Defence Abilities as well. ‘Impact Guard’ is particularly useful, as it 
reduces the damage you take by half. 

After eliminating the Ghost you are rewarded with: Cure Bulb x3 / Elixir of Kings xl. You 
will also feel a tremor. Has this caused the rusty hinges of the door in the previous room to 
come undone? Since the remaining exit of The Lamenting Mother is locked you must return to 
the Shrine to the Martyrs anyway. Look into the treasure chest before leaving and recover 
some treasure: Shandy Gaff / Knuckles / Elixir of Queens x1. 


0e 

to 

Another minor earthquake imke the Catacombs. The tremors may be disconcerting but this 
one has opened the rusty north door, allowing you to move on. 


( SOLVING THE CUBE PUZZLE IN THE RODENT-RIDDEN CHAMBER _ 
2. Climb onto the ledge, pick up the Carry 


sou! SOLVING THE CUBE PUZZLE IN THE 
| PERSECUTION HALL 


1. Destroy one of the Carry Cubes in the 
southeast corner. 


2. Pick up a Carry Cube and place it on a 
tomb in front of the west ledge. 


RISK ZERO 


3. Step on the tomb, pick up the Carry 
Gabe and place it on the ind 


4. Pick up the Carry Cube and place it 
underneath the opening, then step on 
the Carry Cube and heave yourself up. 


RIEK ZERO 


HP 251-254, MP 54254 5 
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1. Pick up a Carry Cube and place it on Cube and place it next totheledgein _ 3. Step on the Carry Cube and climb to 
the second Carry Cube. the southwest corner. the ledge with the treasure chest. 


HEEE ME Er TE MES 
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Not only hope has died here; two Zombie Knights have, as well. One of them drags its weary bones 
towards you to attack while the other Zombie Knight remains on the floor. If you wish, you can refer 


to the cube puzzle insert on this page. 


A Bat, a Hellhound and: a Ghost are € hiding here. Well, this is not strictly the case seeing that the trio 
rushes to attack as soon as you have set foot in the room. You need to move and destroy Push Cubes 
to reach the treasure chest. You also need to displace a Rolling Cube. It is well worth the effort as the 
treasure chest contains a plethora of items: Soul Kiss / 
/ Spirit Orison x3 / Eye of Argon x3. Take the treasure, return east and enter The Bloody Hallway. 


[2-10] Ty If 


p 


Bean ge bs ee a this neler presents you with the most 
complex cube puzzle so far. Fortunately you can attempt to solve it 
undisturbed by monsters. 


Try tackting the spro skeleton ht Zane Knight with your 
newly found weapon Soul Kiss. You will be surprised how much dam- 
age the little dagger can deal to these opponents. 


SOLVING THE CUBE PUZZLE IN THE 
BANDITS’ HIDEOUT 


1. Destroy the Push Cube. 


2. Push the Rolling Cube to the west and 
climb up. 


3. Move the Push Cube in front of the 
treasure chest, climb up and claim 
your treasure. 


/ Targe / Knuckles / Bear Mask / Haeralis 


( SOLVING THE CUBE PUZZLE IN THE HALL OF DYING HOPE 


2. Place the Carry Cube on the Push 
Cube and climb up to the ledge near 
the west door. 


1. Move the Push Cube towards the 
west wall. 


[2-12] 


This room contains a Circle of Magic (Save Point). Unfortunately, it is also haunted by a Ghoul and 
a Zombie Knight. One of the undead monsters is still lying on the floor as a heap of bones. After 
defeating the creatures you have time to examine the three exits of this room. The east door is 
firmly sealed. It can only be unlocked with a Lily Sigil. The north and south doors, however, are pas- 
sable. We suggest you take a little detour north and visit the workshop ‘Work of Art’. You can ins- 
pect the southern room, Repent, 0 ye Sinners, after this. 
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In this be you can combine the mates Wood, 
Leather and Bronze. Please read the “Items” chapter 
starting on page 108 to find out more about creating new 
weapons and pieces of armour. A Circle of Magic (Save 
Point) and a container for excess items complete the furn- 
ishings of the workshop (screen 4). 


SCREEN 4 


[2-14] PDP 
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After defeating the Bat and the Mummy you should decide whether to open the west or the south door 
next. We suggest you walk into the west room, The Reaper's Victims, first. 
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à 4 


The door is en behind you as soon as you step into this chamber. Not to worry: The ambush laid 
by the Bat and the Zombie Knights should not pose any serious problems. You can leave this room as 
soon as you have defeated the monsters. Since there is no treasure here you can turn and march back 
into the previous room. From there, walk south and enter The Last Stab of Hope. 
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( SOLVING THE CUBE PUZZLE IN THE | 
| THE BLOODY HALLWAY 


1. First, push the Rolling Cube in the hollow 
directly underneath the other Rolling Cube. 


HEZE MESI 
ZERO 


RISK ZE 


2. Pile the Carry Cubes atop one another as 
shown in the screenshot, then lift the 
Carry Cube onto the ledge. 


HEL VE 
RIEK ZERO 


3. Now place the Carry Cube atop the lower 
Rolling Cube and push the upper Rolling Cube 
down onto the Carry Cube. Then push this 
pi in Cube down again, onto the ground. 


4, Remove the Carry Cube and push to the side the 
Rolling Cube that you originally moved in point 
1 above, then push the other Rolling Cube to 
irectly beneath your desired exit. 


5. Place the Carry Cube on the Rolling 
Cube you have just moved; you can now 
jump up to reach the exit. 


RIEK ZERO, 


 SOLVING THE CUBE PUZZLE IN THE 
| THE LAST STAB OF HOPE 


1. Destroy a cube, pick up a Carry Cube 
and place it on the tomb near the north 
wall; then climb up to reach the ledge. 


HENGST MP SAS 
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[2-16] 


After re the pair of Skeletons you can either continue your way west or walk south. 
Looking at the level map (displayed by choosing the "Map option in the menu screen) you 
might remember that the west door of The Lamenting Mother, a room you visited earlier, 
should be locked. However, the door can be opened now, so head west and take a look. 


[2-1] T 

HH IED 
The middle section of the elongated hall has broken away, separating both exits by an abyss. 
A Ghost and a Skeleton (in the shape of a grounded pile of bones) populate the ledge near this 
entrance. Fight them or retreat, then make your way east via ‘The Last Stab of Hope’ and then 
south to the Hallway of Heroes. 


[2-17] 


Another undead nnee awaits here. You should not have any problems defeating the Zombie 
Knight and continuing south. 


1CT”C IN Ml Ii 
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Yet Anser door is locked behind you ue entering the hall, indicating the presence of mon- 
sters. You only discover the pair of Lizardmen that cling to the ceiling by walking around the 
room. EE 
As these opponents are rather strong and agile, weaken them by casting ‘Degenerate'. Then _#° 
concentrate on one Lizardman before attacking the second one. Make use of your Chain 
Abilities, for example ‘Snake Venom’. ‘Reflect Damage’ and ‘Impact Guard’ are useful Defence 
Abilities. 

After this battle your inventory is enriched by: 


Do you remember the sealed door in The 
Withered Spring? You can unlock it with the Lily Sigil. Make your way to that room and step 
through the hitherto sealed doorway. 


EEL IE j 

MN ATTACKS: OPPONENT HP INT AGL 
LIZARDMAN A 195 26 115 110 112 
LIZARDMANB 240 26 115 110 112 


PART OF BODY 

Head 65/80 _ 
R. Arm 98/120 
L. Arm 98/120_ 
Body 146/180 


Legs 7/44 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


felina to this room cofrini you with two Drobis: in the guise of monsters. You are attacked 
by a Hellhound and by a new creature called a Slime. Also, the north wall is too high for you to reach 
the upper ledge by jumping. This means using a cube. There are three of these in the southeast cor- 
ner of the room. 
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[3-11 


SANCTUM TOWN CENTRE 


WEST 4-1 


After eliminating the pair of Bats you only need to move and 
pile up a few cubes properly in order to reach the exit in the 
east wall. 


[3-2] 


Two rather decrepit Skeletons are lying around here in 
heaps. Be warned, however, that they will assemble and jerk 
upright to attack once you draw closer (screen 1). Once you 
have overcome these opponents, open the door in the east 
wall. 


CATACOMBS 2-12 
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[3-31 


Five Bats swarm around the musty bookshelves and looming 
wooden cupboards. Keep them at a distance with your weap- 
on and destroy one pesky opponent after the other. 
Reaching the opening high up in the south wall requires a 
well-controlled jump. Climb onto the cupboard to the right 
and beneath the opening (screen 2). Jump to the left and 
immediately change direction in mid-jump, turning towards 
the wall. This might take a few attempts but with precise 
controls you are able to grab the narrow ledge and pull your- 
self up to the exit. This takes you into the Alchemists' 
Laboratory. 


Hp 2390259 
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SOLVING THE CUBE PUZZLE IN THE PRISONERS” NICHE 
1. Destroy the Push Cube standing the 3. Pile the Carry Cubes on top of one 


farthest to the right and move the 2. Place the two Carry Cubes on the another, and then climb up and cross 
Push Cube next to it to the left. Push Cubes. the obstacle. 


LE SYSTEM HOW TO PLAY 


[3-4] 0 


1‘ LUI ï Ls ‘ 
You can already detect: die hank ton’ theentrance:two _ will discover: Bosom Cleaver / Dra 
Skeleton Knights and a highly mobile Poison Slime. If you choose to can unlatch the bac in the west wall from inside this room. Open 
fight the pair of undead monsters in the broken terrain of the floor, _ the door and enter the adjoining hallway. 
weaken them first by casting ‘Degenerate’. Then destroy the : . we 
Poison Slime to avoid repeated poisoning (screen 3). You can jump ; 
from one piece of furniture to the next and strike at the Skeleton HE 92 ME 85e 
Knights from this safe position. The ‘Spirit Surge’ spell also helps | hike 
abbreviate the battle. After this exertion you can calmly jump to 
the treasure chest on the south wall and inspect its contents. You 


[3-5] 


Two more Skeletons are quite willing to take you on. Do not be confused by the similarity 
between this hallway and the Corridor of the Clerics. Before opening the south door, take a 
detour and walk west into the Theology Classroom. 


J Us 


Hearing 5 door fall shut ili being locked behind you, you sense what is to come. This 
time, you are ambushed by a Skeleton and a Ghost. Chase the creatures back into the realm 
of eternal darkness to unlock the door. Return to the hallway and enter the room to the 
south, the Shrine of the Martyrs. 


[3-1] 


This spacious hall fnises a Hellhound and a skeleton Knight. Confront them if you wish, then 
open the door in the southwest corner. It leads to a small chamber with the promising name 


Hallowed Hope. 


(3-81 


The chamber is guarded bya Bat and a Poison Slime. Eliminate them now to allow for a safe 
retreat when you come back through this room later. Recover your entire HP and MP to be fit 
for the battle that is to follow: A boss monster awaits in the next room. 


LPG DP 


The Golem has an overpowering appearance. After assembling its 
rocky limbs it menacingly swings its massive arms to sweep you 
aside. Use a blunt weapon such as the Pink Squirrel and concentrate 
your attacks on the Golem's Body. Immediately weaken this formid- 
able monster by casting ‘Degenerate’. Avoid letting your HP drop 
below 150: Although it will cause less damage with most attacks the 
Golem is perfectly capable of landing a shattering blow that will 
reduce your HP by around 140. 

If all goes well and you outlast the Golem your exertion in battle is 
rewarded with: Cure Bulb x2 / Elixir of Dragoons xl / G 
Amettorer, 

You also witness a floating tile, a Cloudstone, in a far away room 
detach itself and begin to move over an abyss. But where might this 
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Granite Punch BOSS 240 
120 
120 

_180 
UI 

mt 
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Body 
R. Leg 
L. Leg 


[3-10] 0, 
_ The huge, cavernous hall is divided by a broad river. Be prepared to 
© __fight a Lizardman and a Bat (screen 4), then turn east to the Passage 
of the Refugees. 


Bl 900 
At first sight it seems you need to move a number of cubes in order 
to access the high ledge to the north. This is not the case. First, eli- 
minate the Bat and the Poison Slime, and then climb onto the pile of 
cubes. Aim your crossbow Seventh Heaven at the left Push Cube high 
__on the northern ledge (screen 5) and destroy it, then jump north 
_ towards the ledge from the top of the pile of cubes. If you do not 

have a crossbow, simply destroy the upper, 
westernmost Push Cube on the south wall. Then 
move the middle Push Cube east once and step on 
it. Jump north to reach the high ledge. 
Alternatively, you can place the Carry Cube in 
front of the north wall and jump up from there to 
access the ledge. You first need to destroy a Push 
Cube from the pile to reach the Carry Cube. 


RISK z 


HP 2592253 MP Ie 


location be? Do not spend your time mulling over this. Instead, make 
your way back to the Corridor of the Clerics and open the north door 
to enter the Advent Ground. Do not become entangled in combat on 
your way there unless you wish to practise your Battle Abilities and 
gain more experience. Watch out for the bow wielding Skeleton 
Knight in the Shrine of the Martyrs. This undead opponent is capable 
of reducing your HP from a safe distance. 


MP _& AEL 
15 _ 125 118 92 Zi 
4 
RESISTANT AGAINST THE FOLLOWING AFFINITY:Earth 4 
WEAK AGAINST THE FOLLOWING AFFINITY:Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE:Blunt 


HP _104*259 MP 34*55 
RISK _ 37 


WELL TIMED| 


SCREEN 4 


From these lofty heights you see a Cloudstone that you recognise 
from the short cinematic shown earlier. A Lizardman is restlessly 
pacing the far side. Step on the Cloudstone and aim your crossbow at 
your opponent as soon as he comes into range (screen 6). Finish 
battle with your close-range weapon. Leave the room via the door in 
the west wall of the far side. 

° HP 2592259 MP SS 


RISK 2 


If you have not defeated the Bat upon first entering the southern _ Tidy up your inventory and save your progress before opening the 
5 part of the Advent Ground this flying monster attacks you before massive portal leading north. 
- you can reach the container and the Circle of Magic (Save Point). 


NE Gul 


The dan seems to have been lying in wait. As soon as you enter 
its hall it excitedly lifts its wings and storms towards you. Equip a 
piercing weapon such as the Spear and attach the Dragonite gem 
to your weapon. Close the distance rapidly so that the Dragon can- 
not use its devastating ‘Fire Breath” attack and concentrate your 
attacks on the monster’s head. Keep close to the Dragon's massive 
body throughout the fight. 
Alternatively, try to hit your opponent's tail with an edged weapon. 
After battle you are rewarded with some very useful items: Cure 
Ib x3 / Elixir of Sages xl / Grimoire Analyse. Open the north 
door when you are ready to leave. 


or Cm TYPE OF 


OPPONENT HP 
4800 


Body __36 RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 
lj Mk WEAK AGAINST THE FOLLOWING AFFINITY: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


BATTLE MODE 


After spending hours in the sombre, forbidding vaults of Leá Monde you are relieved at 
the first glimpse of sunlight that awaits beyond the exit at the top of the stairs. Open the 
door in the north wall to leave the musty Sanctum behind and catch a breath of fresh air. 
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CITY WALLS WEST 5-1 
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| CRIMSON KEY 


Br h b TOWN CENTRE WEST 4-1 


9 
ABANDONED MINES B1 6-1 


catch a glimpse of daylight and hear birds singing in the distance. 
Still, you should not forget why you are here and set about explor- 
ing your new surroundings. There is a Circle of Magic (Save Point) 
on Rue Vermillion. A door in the west wall is locked. Upon closer 
inspection you find that you need a Crimson Key to find out what 
lies behind this point. This leaves you with the choice of taking the 
east or the south exit. Why not start by walking east? 


A pile of crates in the winding alley nearly obscures the entrance to the workshop ‘Magic 
Hammer’. Enter and repair your equipment or experiment with your weapons and armour if 
you wish. Otherwise or after this explore the east end of the alley. Walking around on the rise 
you discover a ‘Heal Panel’ trap (screen 1). The opening in the southwest corner of the Rene 
Coastroad leads to the next street. 
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You can combine the materials Bronze and Iron in this workshop. Here, you can repair your 
battered equipment and save your progress. You can also save your game by using the con- 
tainer. Store excess items (screen 2) and experiment with your equipment to find the most 
advantageous combinations of blades, grips, gems and all manner of armour. 


[44] 


Whoops! A troop of heavily-armed Crimson Blades has taken up post just around the corner 
(screen 3). Since these warriors are of a different calibre altogether than your run-of-the- 
mill Bats and Skeletons you should look for an alternative route. Walk back to Rue Vermillion 
and exit to the south. 


_ SCREEN 3 
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It seems the handful of Crimson Blades you just saw are not the only 
visitors in town. A mysterious woman and what appears to be the 
commander of the troop are standing on the far side of the canal. 
Ashley witnesses an interesting discussion that sheds some light on 
this affair … unfortunately you are discovered and challenged by the 
knights Bejart and Sarjik, led by their commander, Duane. 

Keep out of Duane's reach for the time being, weaken his men by 
casting 'Degenerate' and concentrate on attacking their heads. Try 
to keep one Crimson Blade between yourself and the other by re- 
treating into a corner. Then take on Duane. Cast ‘Degenerate' on him 
and keep attacking his head. This will prevent him from casting spells 
after you have reduced the HP of this body part to O. This evens the 
odds for the rest of the battle. 


EN seren arners: 


TYPE OF 
OPPONENT 


BOSS 


HE 


TYPE OF 
OPPONENT 


BOSS 180 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


30 RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
Set WEAK AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


After defeating Sarjik you receive: Rapier / Mana Root x3. Bejart 
leaves the following items behind: Guisarme / Cure Root x3. Duane 
drops highly useful treasure as well: Magnolia Frau / Wizard Robe / 
Crimson Key / Grimoire Demolir / Grimoire Clef. 

Now that you possess the Crimson Key that unlocks the west door in 
Rue Vermillion you are ready to walk there and enter the next area. 


MP 
190 55 


114 101 98 


HI 


ze SPECIAL ATTACKS: TYPE OF 
Explosion, Poison Mist, OPPONENT 
Recharge 5OMP BOSS 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 
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This halfway is empty except for an array of dusty shelves, rotting crates and heaps of rub- 
pish. Choose the south door to leave this depressing place. 
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A rather decrepit Zombie Fighter and Zombie Knight confront you 
n this hallway (screen 4). As the door is locked behind you there is 
no choice but to draw your weapon best suited for undead opp- 
onents and neatly dissect them. Continue your way south. 


EE THE HAST FEL EE 


A flight of stairs takes you to the next area. However, your progress does not go unnoticed … 
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The three Stirges lying (or rather: hovering) in wait on this stairway A Hellhound races to meet you at this crossing. Eliminate it without 
are something different entirely from the Bats you have become hesitating in order to give you time to consider your next steps. We 
familiar with. Stirges are not only more robust than their smaller suggest you turn west first, to avoid taking detours. You might want 
_ cousins, their attacks are stronger, too. Defeat them as quickly as to save your game in the Circle of Magic (Save Point) before you set 
=__ possible! out. 
© The stairway exit lies to the south. 


Two diminutive Goblins populate this hall. Feeling rather put out by 
sour arrival, these agile beasts rush to attack. As they surpass you 
» numbers weaken them first by casting ‘Degenerate’. Then attack 
zsing your Chain Abilities ‘Snake Venom’ and ‘Numbing Claw’. 
tnother creature joins the fray: The Mimic (screen 1) is camoufla- 
zed, looking like a treasure chest that soon rises to its feet. As 
Mimics are quite well armoured your Chain Ability ‘Snake Venom’ 
selps speed up this monster’s demise somewhat. You could also try 
aut your Break Arts on the Mimic. 


ET TCT 
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[6-1] 


Before you do anything else, rush towards this boss monster and 
keep close to its body: The Wyvern's ‘Fire Breath’ is hotter than any 
W+ Valendian chilli! Boost your equipment by casting ‘Prostasia' and 
_ weaken the Wyvern with the ‘Degenerate' spell. Try to reach the 
dt: monster's tail and attack it with an edged weapon: This part of the 
< Wyvern's body is easiest to hit, even if you cannot deal a lot of 
eek © damage. Alternatively, keep hitting the monster's head. Whichever 
tactic you follow, never stray far from your opponents body lest 

s, you experience the full blast of its ‘Fire sl attack. 
- You are well rewarded for your victory: & $igil / Cure Tonic 
1 / Grimoire Ignifuge await. Heal a Fous and continue 

south. 


He X85:259 MP 
RISK r 


EXCELLENT! 


The remaining treas- 
ure chest in this room 
is a genuine one but 
sealed by magic. This 
gives you a chance to 
try out the Grimoire 
Clef, which you recent- 
ly received. It contains 
the spell” Unlock’ that opens most magically locked treasure Gin 


SCREEN 1 


Quad Shield / Ring Mail / Ring Leggings / 


Grimoire Visible / Cure Bulb x5. 


Collect the items, return to The Crossing and open the south door. 
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Surprise - this room is also inhabited. A bloodthirsty Stirge and two 


Goblins seem to have lain in waiting and storm to attack. Defeat 
them all to continue your journey south unhindered. 


HEMI Ë 
SPECIAL ATTACKS: TYPE OF 
Fire Breath OPPONENT 
4 BOSS 
le NE: 
E e ä RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 
e Re: 


WEAK AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt, Edged 


An aptly titled room. However, before you have time to wonder you are attacked by a Goblin 
and a Goblin Leader. Silence the magic-wielding Goblin Leader with your Chain Ability ‘Dulling 
Impact’ to avoid it protracting the battle, then take on one opponent at a time. Leave the hall 
through the south door afterwards. If you have been severely wounded you might want to use 
the ‘Heal Panel’ trap near the middle ledge (screen 3) to recover HP. 


SCREEN 3 


HP_269-269 MEÒ 58758 BATTLE MODE 
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Once again, you need to use a clsistone to cross the abyss (screen 4). However, this Cloudstone 
does not take you all the way. You must jump across the remaining distance on the far side. There 
you are confronted with your next cube puzzle. 

A short hint: You need to reach the exit above the east ledge. Unfortunately, you cannot jump this 
high … once you have reached the ledge you can unlatch the door from this side. 


SCREEN 4 


8 HP 263°2635 MP 58°58 
RISK ZERO 


Three Stirges bear down on you. Eliminate them as quickly as possible, 
climb all the way up to the highest ledge (ignoring the south door for 
now) and find the exits in the north and east walls. Take a closer look at 
screen 5: You will discover an ‘Eruption’ trap in front of the east door! 
Avoid stepping on it and losing HP on your way to the east exit. 


[6-11] 


Two Goblins and a Goblin Leader inhabit this musty chamber (screen 6). Since the Goblin Leader 
torments you with spells while its underlings “only” use you for weapon practice you should sil- 
ence and defeat this opponent first. As before, use your Chain Ability ‘Dulling Impact’ on the Goblin 
‚ Leader and cast ‘Degenerate' on its foot soldiers. 

“You could also try to avoid battle and directly run for the treasure chest. Be warned of the ‘Poison 
ve trap directly in front of the treasure chest, though (screen 7). As you cannot avoid stepping 
© _on this trap in search of treasure make sure that en have a suitable spell or item at hand to cure 
your poisoning. Your audacity is rewarded with: f Sleeve e 
Fern Sigil. Take the items; leave the room and vet’ to The Eatnle s Mark. From here, choose 
‚ the north door and enter The End of the Line. 
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Once again a door slams shut behind you. However, it is not you who are doomed but the pair 
of Goblins and the blood sucking Stirge as you must defeat them to unlock the exits. HP 263-263 MP__58:58" 


RISK ZERO 


A Hellhound Ei a ‘Goblin Dt you a storm reception. As there are no items of interest such 
as treasure chests in this room and since you already know what lies behind the west door you 


SCREEN 7 


ep down along the east wall to reach the ledge with the exit tha 1. Destroy both Push Cubes and move the 
eds south. If you have followed the walkthrough so far you willfind et ne Ee enen 
se Hyacinth Sigil in your inventory, the item that unlocks this door. bean 

f vou have chosen a different path look up page 162 to find aref- — 
sence to the page revealing where you can gain the Hyacinth Sigil. 


2. Step on the Rolling Cube and jump to 
an entering the room you receive a message ais that a door has opened somewtiere. a ml di os 

umer is displayed, counting down from 15 seconds. This is the time you have to reach the E 
vom after the next. Follow the bend in the east wall, take the exit and be prepared for one 
more race through a room. 


ou are attacked by a Hellhound here. What with time running out your way back to The Earthquake's Mark and try again. When you # 

ou can choose to avoid battle and simply run east towards the _ return this way the timer will run again. After that it is deactivated 
pext door. If you reach this exit before the countdown expires you for the rest of your sojourn in this dungeon if you succeed. 
zan enter a new room, The Dark Tunnel. Otherwise you must make 


vun 


Do you gemashee ther room Coal Mine Storage? If not, allow us to This passage has three exits and a Circle of Magic (Save Point). In 
remind you of the magic wielding Goblin Leader and its two Goblin order to avoid having to double back while exploring every room of 
underlings. Just such a trio meet you here. this area we suggest you start off by taking the north exit. 


[6-16] | 
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Á Goblin and a Mimic hel to bar your passage. Either eliminate the 
pair or thread your way around them. An unpleasant surprise: The 
door in the west wall can only be unlocked with a Silver Key, which 
you do not have. So return to The Dark Tunnel and open the east 


door. 


[6-15] 


A Goblin, a Goblin Landen anda Mimic attempt to stop you from sei- ee: SCREEN 8 
zing the contents of the treasure chest in this room. Take on one arm 
monster after the other, then stand in front of the treasure chest 
and open it with the ‘Unlock’ spell (screen 8). The treasure chest 
cannot be ne without 15 Gn ha / 


Whenever you enter a large hall that seems deserted your subcons- Ache’ are useful Chain Abilities. Use ‘Fireproof' as a Defence Ability, 
cious should signal alarm because in Leá Monde nothing is as it if available. You can weaken the Fire Elemental by casting 
seems. This is valid for The Smeltry, too: You have hardly takena few _ ‘Degenerate' on it. Keep close to your Oapenent and ao it ina 
steps into the hall when the next boss monster makes a pyrotech- barrage of attacks. You are Eide with: G ire Flamme / Elixir 


nically impressive appearance - a Fire Elemental. Immediately equip of Queens lana Tonic xl. Then leave the hall fien the door 
your blunt weapon with a gem that has a high Water affinity, suchas in the south wall 

the Undine Jasper. Also cast ‘Frost Fusion’ on your weapon to increase 

its power against this fire-based opponent. ‘Heavy Shot’ and ‘Raging 


_MIAE ELEMENT 
| EE: 


Fireball, Flame Sphere, Drain 
Mind, Recharge 100 MP BOSS 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


HP_269:269 ME 58:58 
RISKZERO T 
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This room presents you with your first test of leaping momentum and timing rather than one 
of wits (screen 9). The Cloudstone that glides to and fro between the rocky ledges can only 
be reached with a well-timed jump. Stand right at the edge and jump when the Cloudstone is 
about level with you. One more little leap takes you to the far ledge. You can facilitatethe 
first jump if you like: If you have visited the Alchemists' Laboratory in the Sanctum you will 
possess the Grimoire Halte. It contains the ‘Fixate' spell that freezes a room's Cloudstones | CLASH OF HYAENAS 
for a few seconds, allowing you to access them without haste. 1. Destroy three of the Push Cubes and 
Now a mere cube puzzle stands between you and the exit. move the remaining Push Cube to the 
east wall, then step on the Push Cube 


be p dl PPf 


Once again a siers df Goblins a This time fate has sent two Goblin Leaders and a Goblin 
armed with a crossbow your way. Defeat the beasts and leave through the east exit. 


ing 
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2a-oh! Yet another tremor shakes your surroundings, making sand 
wickle from the ceiling. All seems calm afterwards but be wary 
sen unlocking the door in the north wall. If you have followed our 
walkthrough you will find the Fern Sigil that opens the door in your 
sventory. If you have chosen another path retrace your steps and 
explore the Coal Mine Storage. 


GARD 


n this hall you must deal with an exceptionally fast boss monster, 
an Ogre, Always keep an eye on your HP and be prepared to cast 
Heal’ sooner rather than later. Weaken the Ogre by casting 
‘Degenerate' and boost your piercing weapon with the ‘Prostasia' 
spell. Choose Chain Abilities that cause particular damage to the 
opponent. Considering the Ogre's ability to wield magic you might 
also want to use ‘Dulling Impact’. ‘Reflect Damage’ and ‘Impact 
Guard’ are valuable Defence Abilities. 

Concentrate on attacking the Ogre's head. Even if you are unable to 
zause much damage initially this changes after several hits … Since 


OW TO PLAY 


your opponent is extremely agile and keeps darting out of reach 
you might want to try using your crossbow Seventh Heaven. 

Your exertion is rewarded with the following treasure: Cure Bulb 
x3 / Elixir of Kings xl / Grimoire Rempart. Driven by the “vis 
ion” you experienced when opening the door before this battle, 
you leave through the door in the north wall as soon as you are 
ready … 


BE SPECIAL ATTACKS: TYPE OF 
Heal, Silence, Magic Cancel OPPONENT 


PIUS D LE | E 


Simply walk up the stairs and leave the area via the door in the north wall. 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 
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Once again you have returned 
above ground. You can save your 
progress in the Circle of Magic 
(Save Point). Then decide which 
way to leave the narrow alley - hd 
by the north exit or by the path SANCTUM 3-13 
leading west. We recommend the 
northern route; you will soon see 


why … 
ENSANGUINED ROOD 
UNDERCITY 
WEST 7-1 
p_N 
mm 
Ei 
Ei 
ABANDONED 
| MINES Bi 
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You have barely rounded the cor- 
ner when you hear the rattling of 
chain mail. Two well-protected 
Crimson Blades rush to attack. 
While one of the men is still on the 

} far side of the canal his comrade is only a few 
steps away. Use the short time that remains 
_ before the other Crimson Blade arrives to 
weaken your immediate opponent. 
Meanwhile, the other soldier crosses the 
canal by riding on the Cloudstone (screen 1). 


5 TACGLAS FLO 
Best take up post on the narrow path so that one opponent can only 
attack you at a time (screen 2). Do not hesitate to use magic, the 
Crimson Blades will do the same. Ride to the other bank of the 
canal after battle and walk north to reach the workshop ‘Magic 
Hammer’. Here, you can repair your equipment, forge new weapons 
and armour and store excess items in the container. After having 
set everything up to your hearts content you should leave Tircolas 
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As the gate in the west wall is sealed with the Ensanguined Root 
(Screen 3) you need to continue south to find an opening to the 
next street. The exit lies somewhat obscured by a rise but is easy 
to find with the help of your map. 


(screens 4 and 5) … he learns of the Gran Grimoire on this occasion. Subsequently you will 


be taken to Villeport Way. 


[4-9] 


Unfortunately, all of the exits except for the 
one leading north are locked. You need to 
return to Rue Sant DAlsa. 
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A pair of aggressive Crimson Blades is waiting here. Tackle the pair 

with your tried and trusted means. After battle walk up the rise 

aehind the bend and jump up to the porch of the building on the 

corner (Screen 6). You can now enter the house. 


\ 


[8-10 {1 


mt) WIT 
There may be no opponents here but danger still lurks: A chasm 
separates the sections of the house. Lacking Cloudstones you need 
zo jump across the chasm from a suitable place. Stand close to the 
sdge, grab hold of the far edge and heave yourself up. Screen 7 
shows a suitable "point of departure". Make your way to the west 
wall and leave the house. 


=iminate a Crimson Blade before walking down the stairs to the 
sext area, the Undercity West. 


Flow via the westernmost of the two 
south exits to enter Glacialdra Kirk + 
Ruins. 
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[7-1] 


For this level we are only describing the direct way leading to the 
next area. Not that we wish to keep vital information from you - the 
alternatives not explained here simply end in blind alleys for the time 
being. Do explore them if you like to gain more battle experience 
with (mostly) undead monsters. A little practise is always advisable 


58 


and enables you to gain new Battle Abilities andsBreak 
For now you register that nearly all hoùse 
secured. However, the eerie blue light of t 
in the east wall that is not locked. Walk t 
location. ke 


en 


An audible slang arises as Ean enter this street Eertan announcing undead opponents. 
You meet a Zombie Knight and a Ghast, a new monster type (screen 1). Defeat the pair and 
choose between the exits in the south and the east wall. Recover your MP and HP and let 


risk run down to zero before heading south. 


Crabs are enal small and heavily armoured, waving two extrem- 
ely sharp pincers … yet easy to crush. The specimen awaiting you 
in this hall, however, is of entirely different dimensions and aptly 
named Giant Crab! 

Immediately run towards the monster and cast ‘Degenerate’ on it. 
Then draw your [blunt weapon] and strengthen it by casting 
‘Prostasia'. Choose ‘Numbing Claw’ and ‘Snake Venom’ as Chain 
Abilities. If your first blow deals considerable damage it is helpful 
to use Chain Abilities such as ‘Heavy Shot’ that augment the dama- 
ge caused. Use ‘Reflect Damage’ or Impact Guard’ for best defen- 


GINT CMB sp 


Ea SPECIAL ATTACKS: OPPONENT 


Aqua Bubble, Tidal Rush 
Mouth __ 320 BOSS 420 


ce. Concentrate your attacks on the arms of the Giant Crab: They 
are the monster’s least-protected body parts. 

Alternatively, try attacking the monster's mouth with a piercing 
weapon. No matter how you defeat this boss monster you are 
rewarded with: Cure Bulb x3 / Elixir of Queens x1/ Grimoire 
Sylphe. Stow the items in your inventory and leave the hall through 
the south exit. 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 


WEAK AGAINST THE FOLLOWING AFFINITY: Air 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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A Circle of Magic en Point) softly radiates its blue light in the middle of this subterranean 
crossroad. Whereas the door in the south wall cannot be unlocked without the Iron Key, which 
you have not gained yet, you can choose to explore what lies behind the west and east exits. 


Since the east exit leads to a dead end you might want to walk west. 


Your path is clearly laid out here, too, as the door in the west wall is locked with an Iron Key. 
Nothing remains but to leave via the south exit … after eliminating a Ghast, a Zombie Knight 
and a Zombie Mage (screen 2). Use your Chain Ability ‘Dulling Impact’ against the Zombie Mage 


to prevent it from casting its most annoying spells. 


There is nothing to discover and no monster to defeat here: Just a simple stairway to a new 


area. 
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SNOWFLY FOREST 


A UNDERCITY WEST 7-9 
5 CITY WALLS SOUTH 9-1 


j MONSTERS 
[8-1] The Faerie Circle - 
[8-2] The Hunt Begins _ 3 
[8-3] Which Way Home _{2 Basilisk 


[8-4] The Wounded Boar__ | 2Ichthious 
[8-5] Golden Egg Way | 5 
[8-6] The Giving Trees }2lIchthious 
[8-7] The Spirit Trees zie 
[88] They Also Feed_— wel 
[8-9] The Birds and the Bees | 1Basilisk_ 
[8-10] Traces of the Beast __{2Basilisk_ 
[8-11] Fluttering Hope {2Basilisk 
[8-12] Return to the Land | Boss Earth Dragon 
[8-13] The Yellow Wood |1Basilisk,1chthious — 
[8-14] Where Soft Rains Fell 1 Fire Elemental 
_ [8-15] Forest River __{1 Basilisk, 2 Zombie Knight 
[8-16] Lamentingtothe Moon __{2Basilisk 
[8-17] The Wolves” Choice Eke en 
[8-18] The Woodcutter ‘“s Run _} 2 Ichthious 
[8-19] Howl of the Wolf King 
[8-20] The Silent Hedges RE 
[8-21] The Hollow Hills _}2lchthious 
[8-22] Running with the Wolves {1 Fire Elemental _ 


[8-23] You ArethePrey | 2 Ichthious 


BA rhesecretPath 

[8-25] Hewn from Nature | First time, Boss Sydney, 

| Grissom, Dark Crusader, after 
second time 2 Basilisk, Fire 

{ Elemental 


_[8-26] The Wood Gate 


p 

Ashley has yet another vision, this time he makes the acquaintance 
of à new player in the intrigue packed adventure through the eyes 
of Samantha: Commander Neesa. However, Agent Riot's intrusion 
does not go unnoticed … After this, Ashley comes face-to-face with 
Rosencrantz (screen 1), who introduces himself as a Riskbreaker and 
claims to have been sent to join Agent Riot as his mission partner. 
Ashley doubts Rosencrantz and brusquely rejects his offer. 

It might be wise to save your progress before Entering the maze of 
the Snowfly Forest. 


Snowfly Forest seems to be an enchanted place. Apart from the 
hushed atmosphere and the eternal fog the woods surprise the 
unwary wanderer with a veritable maze of locations. Taking the 
wrong turn can teleport you far from where you intended to travel. 
In addition, the Snowfly Forest is inhabited by agile, weasel-like 
Basilisks, pesky flying fish called Ichthious and a few Fire 
Elementals, As the terrain is rather broken and hard to distinguish 
amid the canopy of the trees and undergrowth you need to adjust 
the camera angle frequently (using the L1 and (RD buttons as well 
as the (START) button) to keep a semblance of control over battles. 


[8-3] 


You can try to avoid nasty encounters altogether. However, some 
monsters tend to drop valuable items such as Snowfly Draught or 
Faerie Wing so tackling them can be rewarding. 

Follow our description to find the fastest way through the woods. If 
you prefer to explore each location of Snowfly Forest, do so by all 
means but don't reproach us for not giving you fair warning … 


Two Basilisks patrol the area. Leave via the opening to the south. 


[8-9] 


A lone Basilisk guards the way. Follow the path to the south exit. 


[8-10] 7 
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This spacious rnc comes as a relief afer the thick, oppressive 
fog in the damp woods. However, it is indeed too good to be true - 
or rather: peaceful. No pesky bush dwellers wait here: A fully-fled- 
ged Earth Dragon is your next boss encounter. 

Don't even try to cast 'Degenerate'; the spell will not take effect. 
nstead, close the distance to the dragon's rump, equip a piercing 
weapon and attach the Dragonite gem to your weapon. Now cast 
Luft Fusion’ to enhance your weapon's air affinity. As the Earth 
Dragon is rather agile you will have trouble reaching its tail. 


Concentrate on hitting the monster’s head or legs instead. Parry its 
attacks with the Defence Abilities ‘Reflect Damage’ and ‘Impact 
Guard’. Use damaging Chain Abilities such as ‘Heavy Shot' to 
attack. 

After hee down the Earth Dragon you gain the following trea- 
sure: Bronze Key / Grimoire Parabrise / Vera Potion x1. 
Following the battle the wind shifts … heal your wounds and return 
north to Fluttering Hope. 


CHARACTERS 


HOW TO PLAY 


BATTLE SYSTEM 


nnen 


GERTIE OLED i 
Ms. arracks: OPPONENT 
Acid Breath, Tail Attack BOSS 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 
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The pair of Basilisks is still here unless you defeated them earlier. 
Leave via the east exit. 


P P PACT T_Two more well known Basilisks await. Leave via the east exit. 


[8-13] A new monster is flanking the resident Basilisk: a nasty flying fish named ichthious. Head for 


the south exit here. 


[8-14] Fire Elementals are no longer unknown to you. If you choose to take this one on equip 
for fire affinity and enhance your weapon's water affinity by casting ‘Frost Fusion’. 
The only other exit leads south. 


5 REST AIA 


You discover a Basilisk chasing around the glade. It guards a contai- 
ner and a Circle of Magic (Save Point). A few paces to the east of 
where you entered the clearing steps lead down to an exit that takes 
you directly back to the Faerie Circle. However, this is a one-way 
teleport, so tread carefully. For now, eliminate the Basilisk, tidy up 
your inventory and store whatever you do not wish to carry around. 
Save your game and jump across the river using both pillars or just 
the northernmost one. Adjust the camera angle to get a better idea 
of the distances involved (screen 2). Beware the pair of Zombie 


SCREEN 3 


a 


WE HE 


Knights that amble along the far shore (screen 3). One of them likes 
to jump across the pillars, too. Defeat the undead opponents and 
peek at the contents of the treasure chest in the southeast corner of 
the Forest River. You receive: Knuckle Guard / Circle Shield / Chain 
Mail / Sylphid Ring / Nightkiller / Acolyte's Nostrum x3 / 
Grimoire Agilite. Near the treasure chest there is a ‘Cure Panel’ trap 
along the southern border of the clearing (screen 4). Save your game 
again, if you wish, and use the exit leading north from the "zombie & 
treasure chest’ bank of the river. 


SCREEN 4 


M Two Basilisks attempt to intercept you here. Ignore them or eliminate 
|_ them and continue north. 


D_Avoid or challenge the resident Fire Elemental and turn east to con- 
tinue your way. 


PRAM MN DP 
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Here you come upon Sydney ol. Hei is ne Grissom, who 
is summoning a Dark Crusader to his aid. Do not worry: You "only'’ 
need to fight two of the three. Sydney actually helps you occasion- 
ally, so you must only take on Grissom (concentrate on him first) 
and the Dark Crusader. However, do not rely on Sydney: His inter- 
ventions are at best half-hearted. 

Repeatedly attack Grissom's head with an edged weapon to stop 
him from using magic: Once you have robbed this body part of all 
ts HP Grissom can no longer cast spells. Use your most damaging 
Chain Abilities and parry attacks with ‘Impact Guard’ and ‘Siphon 
Soul’. Strengthen your equipment by casting ‘Prostasia' and attach 
Haeralis to your weapon. Also, try to keep Grissom between your- 
self and the Dark Crusader: Grissom's evil comrade-in-arms will 
madvertently attack him rather than you. 


TYPE OF 
OPPONENT 


BOSS 


Thunderburst, Drain Mind, 
Clearance 
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Kam ATTACKS: 


Drain Heart, Prostasia 
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285 _ ff RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercin 
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sext area with its set of vaults. 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Earth Ae 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt E as 


‘ou might want to save your progress in the Circle of Magic (Save Point) before entering the 


Pij This time danger approaches from above: A pair of Ichthious closes in. Choose fight 
or flight and leave via the north exit. 


An odd couple awaits: Both the Basilisk and the Ichthious are rather vicious. Heal your wounds 
before entering the next clearing … 


After defeating Grissom you receive: Shillelagh / Swan Song / 
Grimoire Annuter / Grimoire Gnome, 

Now equip a piercing weapon and enhance its air affinity with Luft 
Fusion. Prevent the Dark Crusader from casting spells by using your 
Chain Ability ‘Dulling Impact’ and concentrate your attacks on the 
monsters abdomen (and chest). While the chest is easier to hit you 
can deal greater damage to the abdomen. 

After emerging victorious you are rewarded with several items: 
Angel Wing / Grimoîre Deteriorer / Elixir of Queens x1. There is 
also a treasure chest in the northeast corner of the glade. Open it 
to receive: Corpse Reviver / Circle Shield / Demoria / Vera 
Tonic x3 / Cure Bulb x3. Once you have picked up everything you 
should continue your way north. Before leaving, however, Led s 
talk with Sydney is food for thought … 
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Once again you leave daylight behind you and step into the twilight 
of decaying rooms. Two Lizardmen attack you immediately. Defeat 
them and leave the hallway through the exit in the east wall. 


(9-21 ey 
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Another pair of Lizardmen rushes to “welcome” you. They are sup- 
ported by a Blood Lizard (screens 1 and 2). Defeat it first, as it is the 
most dangerous of the three. Unfortunately, the ambush laid by 
your opponents only leaves you 30 seconds. Defeat one attacker at 
a time and quickly enter the next hallway to the east. 


GN 


The door in the north wall leads to Town Centre West. Unlatch it to 
make the entrance accessible from the town side, and then move 
on to the next hallway east of here. 


(9-4] 


A trio of Lizardmen vainly attempts to hinder your progress 
towards the exit in the east wall. Strike them down or wind your 
way past them and leave. 


HD HE CITY WALES SOUTI 
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You finally seem to have left the Lizardmen behind. Blissful quiet 
embraces you. Upon closer inspection you find that the north door 
requires a Gold Key to unlock it. The door leading south is the ent- 
rance to a new area, the Iron Maiden Bi. You might like to explore 
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[9-5] 


Two Lizardmen and a Blood Lizard are loitering in this hallway. 
Defeat them and inspect the exits. You find that the door in the 
north wall can only be unlatched from the other side, so leave via 
the east exit. 


the few rooms that are open to inspection before heading east 
down The Keep's hallways. So, turn south and enter the Iron Maiden 
B1. 


* Sight of stairs leads down to a door in the south wall. As there is 
sething to be found here, you open the door and enter the adjoin- 
“a room. 


Oh-oh! Once again you have been ambushed. This time, the situation is quite grave as you are 
surprised by new types of monsters. Two winged Gargoyles flutter about menacingly, while a 
phantom Wraith lurks in the background. Don't panic; eliminate the Gargoyles first. Should 
they inflict ‘Numbness’ on you simply swallow a helping of Spirit Orison and continue battle. 
Like its cousin, the Ghost, the Wraith (screens 3 and 4) becomes invisible and teleports from 
time to time. Do not chase it across the room. Instead, strike when the Wraith is close ad He z66 tzr ocen 
el receive some useful items from the Gargoyles. The Wraith also drops treasure: Mandrake Risk rx we 
1 / Grimo s „ Since the south door can only be neske with € TI 
a earose Sigil you Dn to leave the Iron Maiden B1 altogether. Back in The Keep, turn east in 
The Soldier's Bedding and continue exploration. 


/ 
sorcer / Mana Bulb x1 
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This hallway has four doors. However, the north exit requires a 
Kalmia Sigil while the south door is locked with a Colombine Sigi. 
This leaves the east exit, which, fortunately, is open. 


10-10 P 

U HĲ 
Another Billen hese Sn the rest and east exits are open. The 
north door requires an Anemone Sigil while a Verbena Sigil is need- 
ed for the south door. 


Stepping out into the huge walled area Ashley witnesses a revealing 
conversation between Rosencrantz and Guildenstern (screen 5). 
They are mainly discussing the Gran Grimoire, but hear and see for 
yourself … 


Have you guessed it? The open weit- east axis is continu with the 
north (Schirra Sigi) and south (Marigold Sigi!) doors requiring spec- 
ial items, 


There is a Circle of Magic (Save Point) in the square. You will also see 
a treasure chest. However, it can only be unlocked with a Chest Key. 
Retrace your steps east and enter the workshop ‘Keane's Crafts’ to 
optimise your equipment and lighten your inventory. 


The fourth hin of its kind. The north door is locked with an 
Azalea Sigil, the south door requires a Tigertail Sigil. Fortunately, 
the east door leads on. 


Here, you can combine Bronze, Iron and Hagane to forge new blades 
and armour. Remember to repair your equipment and store excess 
items in the container. A Circle of Magic (Save Point) compietes the 
workshop furnishings. e 


Guildenstern and Rosencrantz step out as you open the north door 
of the square. Guildenstern commands the fighter to kill you … 
However, you should ignore the order and attempt to emerge vic- 
torious from the duel. Do not waste MP on spells directed against 
Rosencrantz; they are ineffective. If you have mastered the 
Polearm Break Art ‘Scythe Wind’ you can achieve the same effect 
as the ‘Tarnish' spell, deteriorating the state of your opponent's 
equipment. 

Chain Abilities that inflict status changes - such as ‘Snake Venom’ 
or ‘Paralysis Pulse’ are ineffective against Rosencrantz. Simply use 
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gn SPECIAL ATTACKS: 


See description BOSS 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: See description 


‘Heavy Shot’ and concentrate your attacks on a single body part. 
Choose a weapon with a high opposite affinity (e.o, attack the L. 
Arm with a high Earth affinity - see description below), enhance the 
weapon by casting ‘Prostasia' and equip your weapon with Haeralis 
to cause more damage to human opponents. 

After this duel yet another dark secret of Ashley's past will be 
revealed … f 

Leave The Keep through the north exit when you are ready. 
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Gauntlet, Hellraiser, Grimoire Vie 
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EM HOW TO PLAY 


The massive wooden door swings open to reveal a pair of Crimson 
Blades. These well-armed knights are not to be taken lightly. Not 
only do they know how to use their weapons, they also wield magic. 
Eliminate the zealous pair and choose a route from here: 

If you leave Forcas Rise through the west exit you can save your 
game in the next street, Valdiman Gates. The door at the end of the 
alley (screen 1) can be unlatched. It leads to The Boy's Training Room 
in City Walls South, a hallway you have already visited. 


HPL 271: 2DEMP 62:62 
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SCREEN 1 


(BEGINNING: ROUTE 1 } 


Alternatively, if you have the Mandrake Sigil in your inventory, open 
the door near the southeast end of Forcas Rise (Route 2). Without 
this sigil the northeast exit, situated on a roof, remains an option 
(Route 1): Climb the stairs to the roof of the house in the middle of 
Forcas Rise (screen 2) and jump northeast to reach the roof with the 
opening (screen 3). 
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ROUTE 2 STARTS ON PAGE 64 


[11-3] 


Climb down to street level and enter the archway in the north wall. 


[L1-4] 


Á pair of Crimson Blades seems to have waited for your arrival: The 
men have drawn their weapons and are poised to attack. Fend them 
off using your tried tactics, and then unlock the gate slightly to the 
north with your Bronze Key. You will enter a new area, Abandoned 
Mines B2. 


ERD OP TOM CETAE SOUTH 


KID b 
The hallway is devoid of life and treasure, so Why linger? The exit in 
the east wall leads to the next cavern. 


vu 8. A 


A pair of Orcs guards the stairs, humanoid monsters you have not 
yet encountered (screen 4). Draw your weapon and attack the two 
of them … 


( SOLVING THE CUBE PUZZLE IN THE 
| REVELATION SHAFT 


1. Send the Push Cube toppling over the 
ledge and jump down. 


2. Destroy one of the Carry Cubes and 
take the remaining one to the edge of 


„ Place the Carry Cube on the east end 
of the wooden scaffolding (to align it 
with the Cloudstone) and pile another 
Carry Cube on top of it . 


A. Jump across to the Cloudstone and 
from there to the far edge of the 


This large half en appears to be empty. Very soon after your arrival an Air Elemental mat- 
erialises and looms above you threateningly. 

Weaken the monster by casting 'Degenerate’. Choose a blunt weapon and enhance its earth 
affinity by casting ‘Soil Fusion’. Use Battle Abilities that cause the most damage or protect you 
best from damage, respectively. Equip the Sylphid Ring for protection against the Air 
Elemental's attacks. Try to repeatedly attack the monster's head to rob it of all HP and pre- 
vent it from using its harmful spells, such as Lightning Bolt. After your well-deserved victory 
you gain: Grimoire Foudre / Mana Bulb x1. Now leave the hall through the south door. 


IR ELEMENT } 


MM Ss orracks: TYPE OF 
Lightning Bolt, OPPONENT __ MP TR GL 
Thunderburst, Drain Mind, g BOSS 380 160 138 126 116 
Recharge MP 25 
RESISTANT AGAINST THE FOLLOWING AFFINITY: Air, Fire 
WEAK AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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Meet the two Slimes and the Poison Slime aggressively as they rush 
to attack you. Try to rob the Poison Slime, the most dangerous of the 
trio, of a chance to poison you and eliminate it first. 
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A nasty surprise awaits: You have barely entered the cavern when you 
sense a door opening somewhere … many rooms from here … This 
door is the entrance to Bandits’ Hollow and you are only allowed 2 
minutes to reach it. If you are not entirely sure of your fighting prow- 
ess against beasts storm past the monsters in the flight of caverns 
that now follows. We are only describing the rooms you need to enter 
to reach Bandits’ Hollow. There are additional caverns, some of which 
hold treasure. Please look up the table on page 59 to decide whether 
these rooms merit a (later) visit. 

Rush past the pair of Orcs and their Orc Leader (screen 5) if you want 
to save time and head for the door in the east wall. 
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Two Slimes are closing in on you. Fight or ignore them and leave the 
narrow passage through the east exit. Run over the ‘Cure Panel’ trap 
on your way there (screen 6). 


[13-9] 


An Orc, an Orc Leader and two traps await here. Cast ‘Eureka’ to identify the ‘Eruption’ (Screen 
7) and ‘Poison Panel’ (Screen 8) traps before they rob you of a considerable amount of HP. 


Escape this cavern via the north door. 
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You will not be alone in this cavern, either. But what is worse: the pair of Orcs and the Orc 
Leader or the ‘Holy Light’ and ‘Diabolos’ traps? Don't waste time mulling over this - simply cast 
‘Eureka’ to find the traps, then sprint east at the crossing to reach the exit there. 


[13-2210 (1 
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Blissful quiet welcomes you, neither monster nor traps await. The steep fall of the chasm 
should not present any problems. Simply jump from the northernmost tip of the ledge to reach 
the far side near the north exit in order to surmount the only “obstacle” in this room. But 
there is no time to daliy. Heal your wounds and leave through the north exit. 


You might want to save your game after this skirmish, as the going 
will get rather rough from here. The only other exit lies south … 
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SCREEN 8 


Hopefully, there is enough time left on your counter for youtotake as the timer is still counting down … î 
on the next boss monster. Use similar tactics against the Earth Quickly grab your reward, the Grimoire Gaia, after battle and run | 
Elemental as the ones employed when dealing with the Air north. 

Elemental earlier - of course, choosing the opposite affinity: 
Weaken the monster by casting ‘Degenerate’ and enhance the 
attack power of your blunt weapon by casting ‘Luft Fusion’. 
Concentrate on attacking the Earth Elemental's head to prevent 
your opponent from using magic. Defeat it as quickly as possible, 


er 


Vulcan Lance, Gaea Strike, LL 


127_ Drain Mind, Recharge 100 MP BOSS 380 i60 138 126 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


oehind the next door you can assess whether or not the countdown leaves you enough time to 
deal with this crawling threat. Do keep an eye on the timer! 
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MANDRAKE SIGIL. 
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The pair of Grens Blades in the previous street must have been intended for warming up, 
as you are now confronted by a trio of these well-armed soldiers (screen 9). Improve your 
equipment by casting ‘Prostasia' and weaken your opponents with the ‘Degenerate' spell. As 
Crimson Blades are not immune to your Chain Abilities you should use ‘Snake Venom’, 
'Paralysis Pulse’ and the like to enhance your attacks. After defeating the Crimson Blades turn 
to unlock the door near the northeast end of the alley with your Mandrake Sigil. 


SCREEN 9 


You ha entered a eerd at house with a treasure chest. The 
treasure chest being bound by magic, you should use the ‘Unlock’ spell 
on it (screen 10) to gain extra treasure: Eye of Argon x10 / Grimoire 
Muet. Then climb up the short set of stairs and leave through the open- 
ing in the north wall. 


SCREEN 10 


No traps or treasure and no foes here. You can fully concentrate on 
negotiating the two jumps required to reach the exit in the east wall. 


[11-8] 


Two Crimson Blades patrolling the street end your short respite. However, you can calmly prepare 
for battle on this safe ledge. If you like, use your ranged weapon(s) or spells as well as Break Arts 
(screen 11) … 
“{ While one of the doors in the east wall can only be unlatched from the other side the remaining 
«door can be opened from Rue Volnac. Open this door to avoid running into a blind alley by follow- 
Á ing the street to its end. 


The south exit is secured by the Ensanguined Root, leaving the north 
|“ door as the only new exit. As there is nothing of further interest in this 
hallway, move to the next one. 


‚ This te shelters a new iede of monster: a ‚Dark Skeleton flanks a well-known Zombie Mage. 
Start by silencing the Zombie Mage, using the Chain Ability ‘Dulling Impact’ or your recently ac- 
quired Grimoire Muet, which contains the ‘Silence’ spell (screen 12). Leave the inhospitable hall- 
way through the door in the north wall after battle. 


Now that you can recognise the Dark Skeleton species you know how to deal with the pair of mon- 
sters in this hallway. Unlatch the door in the west wall to open an exit connecting to Rue Volnac in 
Town Centre South. After this, continue your way north. 


_ not let yourself be detained too long. After all, your intention is to con- 
tinue north. 
Nr 


of horrors. Three winged 
Gargoyles swoop down on you (screen 13). Enhance your protection 
against their ‘Numbing Hook’ attack that inflicts the abnormal status ' dr 
_ ‘Numbness’ on you - for example by attaching the White Queen gem to jeu enen 
vour shield. SCREEN 13 


[7-10] 


Which monster is better suited to a shadowy hall than a Dark 
Elemental? 
As your opponent relies heavily on magic you should repeatedly 
attack its head. As soon as the 127 HP of this body part are re- 
duced to 0 the Dark Elemental is forced to stop flinging spells other 
than Dark Chant at you. Choose Battle Abilities that cause the most 
damage and protect you from magic and general damage. Use a 
alunt weapon with high light affinity and attach the Manabreaker 
gem to your shield. Then improve your equipment by casting 
‚ ‘Prostasia' and attack! You can avoid the Dark Elemental's next 
magic assault by casting ‘Magic Ward’ on Ashley. However, this will 
zost you 21 MP each time you renew the spell. 
After battle you are rewarded with the following treasure before 
eaving through the north door: Catrtleya Sigil / Grimoire 


teore. 
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Dark Chant, Meteor, Drain 
127 _} Mind, Recharge 100 MP BOSS 
190 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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Old acquaintances await: A Dark Skeleton and a Skeleton are bent on dis- more promising since you find … but why not you just go and look for 
membering you. If you take the north exit from this crossing a door yourself! 
locked with a Silver Key stops you in your tracks. The west exit seems far 
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HE HD REI N 
Admittedly, you ie to fight your way kept a man anda DarkEyeto monster surely won't keep you from & 
reach the treasure chest (screen 14). It is well worth the effort, however, continuing east. 
as you will be able to claim armfuls of treasure from the treasure chest: 
Sweet Death / Spiked Mace / Steel Bolt / Spiked Shield-/ Sallet 

/ Undine Bracelet / Speedster / Grimoire Dissiper. On your return 
de Sinner’s Corner you might encounter another Dark Eye, although this 
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Be prepared for havoc in this room: A Dark Skeleton and two Dark Eyes are thrown in your way 


(screen 15). After battle you can explore what lies behind the door in the north wall, the exit in the 
east wall is locked with a Gold Key. 
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On your way down the a a pair of en Gargoyles attack you. Choose to fight them if you wish, 
otherwise head straight for the door at the far end. 
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… No opponents? Indeed, this stairway allows you to catch your breath and climb down to the exit. 
You have now completed Route 2 and have returned to the ''main” path. 
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ROUTE 2 
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The branches of tfie hinctin meet here but there is little time for satis- 
faction. With its extremely broken terrain, its pair of Imps (screen 16) 
and its Blood Lizard Bandits’ Hollow could easily count as one of the 
nastiest rooms in the world of Leá Monde. Remember that you have all 
the time in the world to defeat the trio - do not panic. Try to gain high- 
er ground. Otherwise, the Imps keep swooping down to attack and then 
retreat to safety, hovering out of reach. 
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LLU 
Once you have made it to the highest ledge the nasty flutterers are 
deprived of this advantage. Destroy the cube with a well-aimed shot of 
your crossbow (screen 17) to make the highest plateau accessible. If 
you do not carry a ranged weapon you need to jump east from the first 
ledge in the middle (screen 18) or jump east from farther above (scre- 
en 19). Then use the cubes to reach higher ground. 
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Once again, danger approaches from above - this time, not in the 
guise of Gargoyles but in that of a Sky Dragon, the next boss. 
Having defeated several dragons so far you will be familiar with the 
general tactics: Quickly close the distance to the beast to avoid its 
lethal fumes, in this case its ‘Thunder Breath’. Use aggressive 
Battle Abilities and those that protect you from taking greater 
damage. Attach the Dragonite gem to your piercing weapon (or to 
your shield) and increase your weapon's earth affinity by casting 
‘Soil Fusion’. Direct your attacks against the monster's head. 
Your prowess is rewarded with some fine prizes: p 
and a cinematic that 
advances the story. New questions arise while old ones are as yet 
left unanswered … 


Thunder Breath, Tail Attack 


TYPE OF 
OPPONENT 


BOSS 670 
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This room poses an entirely different problem: You must cross yet 
another chasm. The Cloudstone you need to use is flying around at 
neck-breaking speed, making your jump extremely tricky to time. 
Fortunately, you can stop this movement for a while by casting 
‘Fixate'. Stand on the right-hand side of the edge and wait until the 
Cloudstone is on the far right as well (screen 20). Now cast the 
spell. Jump on the Cloudstone and immediately jump again, head- 
ing for the opening between the piles of cubes: Your transport 
soon begins to move again. These |eaps are rather tricky to neg- 
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MP 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Alr 
WEAK AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Save your game in the Circle of 
Magic (Save Point) before opening 
the only door north that can be used 
as an exit. The east door is locked 
with an Iron Key and the other two 
exits can only be opened from the other side. 


SCREEN 17 


HP 279:223 MP 63:63 
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SCREEN 18 


SCREEN 19 
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otiate so do not be dis- 
couraged if they take 
you several attempts. 
Once you succeed, 
leave the room through 
the exit in the east 
wall. 
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Quickly run up the steps and challenge the Durahan. This one may 
only be the "little brother” of the Durahan you met earlier as a 
boss monster but it is still not to be underestimated. Concentrate 
your attacks on the abdomen and use your Chain Ability ‘Dulling 


You might want to save your game at the Circle of Magic (Save 
Point) after battle. You cannot reach the far side of the under- 
ground river from here, so ignore the treasure chest and the far 
exit. Both the door in the west wall and that in the east wall can be 


Impact’ to keep your opponent from casting spells. opened. Since the west door leads to the Hall of Poverty, you might 


prefer to open the east door instead. 
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The Dark Skeleton should not pose any insurmountable problems but we wanted to mention it all 
the same. As the door in the south wall requires a Gold Key to open you need to take the east exit. 


HD OP OEDERLINT BEST 


HUP Lb 
The alley is devoid of 
Magic (Save Point) sheds its magical blue light. Use it if you like 
before heading north. There, you will see a door each in the east 
and the north wall. Walking east will take you to City Walls North. 
However, this path ends on Kesch Bridge in Town Centre East after 


mice, men and monsters. Just alone Circle of _a few rooms. As you do not yet have the keys required to open the , 
doors on the way there it makes more sense to take the shortcut 


to Kesch Bridge - the exit leading north. 


[14-2] 


This place seems to end in a blind alley, but only at first sight: You can cross the river by jump- 
ing on the pillar and on to the far side. Three magic wielding Crimson Blades await (screen 1). Í 
As one of them is equipped with a crossbow you should close the distance fast. Use the terrain 
and try to keep a Crimson Blade between yourself and his comrades. The door in the east wall 
leads to City Walls North, taking you on a detour back to Rue Lejour. Choose the path leading 
west instead, saving your game before you leave. 
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More Crimson Blades patrol this street. Another trio prepares for 
attack. Take the soldiers on or follow the street north: The doors 


cannot be opened for now. The north one needs to be unlatched 
from the other side, while the door in the west wall requires a 
Cattleya Sigil. 


HUP EEUUDPHMHU 
Just a lone Crimson Blade here? What a letdown after your test of prowess against the pre- 
vious trio. You might need to climb up to the ledge in the west wall to reach this chap. Then 


take a detour to the workshop ‘Metal Works’ (screen 2) before following the street to the 
west. 
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SCREEN 2 


This sanctuary offers a chance to combine the precious metals 


ment, relieve your inventory by storing items in the container or Ë 
Silver and Damascus. Of course, you can also repair your equip- 


simply save your game in the Circle of Magic (Save Point). 


[14-71] 
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The Crimson Blade you met earlier must have called for reinforce- 


ments. A pair of his comrades has arrived and does its best to hin- 
der your progress. Do not let them keep you. Defeat them and run 


ERD OE TOE 
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to the end of the street. Here is a gate you can unlock with your 
Bronze Key. The exit takes you to Undercity East, the realm of the 
undead and evil. 


CENTRE HI 


Here you will doubtless hesitate before drawing your weapon: Two creatures hop around, hang- 
ing from strings like puppets (screen 3). Do not be deceived by their harmless appearance: 
These Quicksilvers are evil to the bone and will attack you mercilessly! Fight your way to the 
massive wooden portal in the south wall and do not worry if the Quicksilvers cast ‘Silence’ on 
you: The effect vanishes as soon as you enter the next room. There is no need to wait it out. 


SCREEN3 | 


Be warned of an ambush! The Harpy is a rather dangerous monster requiring special tactics 
(screen 4). Best use a piercing weapon with high light affinity and enhance your equipment by 
casting ‘Prostasia'. You can then cast ‘Magic Ward’ for protection against the Harpy's spells. 
As a reward, you receive Grimoire Intensite / Angelic Paean x5 / Cure Tonic xl. The door, 
which had fallen shut upon your appearance, is unlocked again and you can continue south to 
the next boss encounter. 


SCREEN 4 
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Before you enter this hall stop to cast ‘Magic Ward’. This protects 
you against the first spell flung at you by the Lich waiting in the 
Bazaar of the Bizarre. Once you have stepped through the door wait 
there for a few moments to recover MP: The truly bizarre Lich only 
appears when you move to the middle of the hall. 


As this opponent teleports you should not waste time chasing it 
around the hall. Instead, run to keep out of reach of the Lich's 
magic attacks. Very soon, it materialises close enough for you to 
attack it in turn. As this monster is weak against all weapon types 
choose the one with the greatest light affinity. Concentrate your 
attacks on the head to prevent the Lich from using magic. The Lich 
is forced to revert to physical attacks once its head has lost its 42 
HP. Until then protect yourself with ‘Magic Ward’ after every spell 
your opponent casts at you - and after boosting your equipment by 
casting ‘Prostasia'. Once ‘Magic Ward’ is active you cannot use 
magic on yourself, either. As the Lich has but few HP you should be 
able defeat it quickly. This battle proves particularly rewarding. You 
receive: Summoner Baton / Agales Chain / Eulelia Sigil / Mana 
Tonic / Elixir of Mages xl. The most valuable addition to your 
menu, however, is given to you by the spirit of the defeated Lich: It 
endows you with the ability to teleport! From now on you can use 
« Teleportation magic to travel between any rooms with Circles of 
Magic (Save Points) that you have been to. 
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BOSS 120 105 130 135 120 


SPECIAL ATTACKS: 
Explosion, Thunderburst, Gaea Strike, Radial Surge, Meteor, Drain Mind, Heal, 
42 8 Degenerate, Psychodrain, Tarnish, Silence, Poison Mist. 
63 
63 
EZ 
LE 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt, Edged, Piercing 
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Two Biiekeivens are literally hanging around in this room. As the east door is locked with an Iron Key 
only the exit leading west remains for exploration. 


20 


@ Two more Quicksilvers await, flanked by a Lich (screen 5)! However, 
>. if you use the tactics explained earlier for these monsters you 
should not have any problems clearing the room to devote your 
attention to the treasure chest. Of course, you can try to avoid 
battle altogether and repeatedly cast ‘Magic Ward’ for protection. 
Whichever Rn khen you dn the following items from tie treas- 
ure chest: N / Titans Ring / Grimoire | 
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® Apparently, Quicksilvers feel quite at home in Undercity East. 
R Another of its kind occupies this room, accompanied by a Harpy. 


[15-1] 


The Niohtstalker relies nis on its ae weapon but is also 
a Capable of casting potent magic to inflict status changes on you 
< or to heal itself. Weaken this opponent by casting ‘Degenerate’ 
“ and improve your strength and equipment with ‘Herakles’ and 
S 'Prostasia’. You can also raise a specific affinity (see explanation 

below). However, the Nightstalker will adapt to this affinity after 
4 < a While, so your physical attacks had better be damaging enough. 
- If your remaining MP permit you to repeat this little game with 
another affinity, you might want to do so. 


_ Enhance the affinity of your piercing weapon against which the 
body part you intend to attack is particularly weak. It might be best 
to keep attacking the Nightstalkers abdomen, since this part is the 
most vulnerable … once you manage to hit it. Also, the abdomen is 
the only body part of this monster that you can damage with your 
Chain Abilities. Make sure to use aggressive Chain Abilities to 
deplete the Nightstalker’s 260 HP as fast as possible. After winning 
this battle you can add the following items to your inventory: 


‚ The south 
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Abdomen _ 195 
Legs 156 


exit leads to a new room. 


D: wall. Take it to reach the Sale of the Sword. 
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Ás in di hal emoe Not Allowed, fe local treasure chest is 
guarded by a pair of Quicksilvers and a Lich. Use the same strategy 
as before and add the A treasure to your inventory: Framea 

le / Pus a/G lif / Stock Sigil. Now return to 
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TSTALKER 


SPECIAL ATTACKS: 
Solid Shock, Degenerate, Tarnish, Ed IL 
Frost Fusion, Magic Cancel BOSS 260 110 128 138 115 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


ED Dr UEDERCITE ERST 


/ Stone Bullet. Return to the pre- 
vious room and use your new Iron 
Key on the door in the east wall. 


SCREEN 5 


Turn south to challenge the next boss monster before walking 
north from here to leave Undercity East. 


TYPE OF } 
OPPONENT HP_ ld INT 


Eee The resident Harpy and Quicksilver should not be able to stop you from reaching the exit in the west 


the room A Knight Sells his Sword, watching out for monsters that 
have repopulated some of the rooms. Take the north exit to leave 
this inhospitable, monster-ridden area behind and reach City Walls 
North. 
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Climbing up stairs is not always pleasant to start with. If your prog- 
ress is hindered by a Dark Elemental (screen 1) it becomes quite dif- 
ficult … if you do not feel up to battle dodge this nasty opponent 
and slip into the room behind the north door. 
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After defeating or slipping past the Dark Elemental you come upon easier prey in this hallway: A pair 
of Blood Lizards is bent on stopping you … a big mistake, as they soon find out. The door in the west 
wall leads to Town Centre East, which is not your current destination. You have probably not yet com- 
pleted the halls of City Walls North yet, so take the north door to continue exploring. 
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After the warm-up session with the two Blood Lizards you are well prepared for the trio hopping about 
here. Wield the weapon of your choice and fight your way to the north door. Three Blood Lizards 
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should not be too much of a challenge. 
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ing north is clear. 


[16-4] 


The last hallway in City Walls North is occupied by another trio of Blood Lizards. Eliminate them and 
leave this area through the door in the west wall - the north door cannot be unlocked for now, since 


you do not yet have a Clematis Sigil. 
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If you remember correctly, you defeated the three Crimson Blades 
in this street section earlier. Somebody must have sent reinforce- 
ments after you left the area. Fight the trio to practise your skills 
or wind your way past the soldiers. Then step in the Circle of Magic 
(Save Point) and press the © button to open the menu screen. 
Choose the ‘Magic’ option, then ‘Teleportation’ to display a list of 
all locations with Circles of Magic (Save Points) that you have al- 
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Much like your first visit, The Sunless Way is deserted. Since you 
now possess the Iron Key you can unlock the door in the south wall. 
Before doing so, you should first walk west. 


Once again, you have haald straioht toa an „ambush! The door falls shut behind you, forcing you to 
confront and defeat the Dark Elemental within 30 seconds. Once you have managed this the way lead- 


ready visited. Choose The Sunless Way as your destination and con- 
firm your choice by pressing the © button. If you do not have the 
75 MP needed to reach The Sunless Way from here, choose the 
room closest to there that you can reach with your MP. Teleport to 
that location, wait for your MP to regenerate and then continue 
your journey. Eventually, you will reach the crossroads in Undercity 
West. 


CHEFS BitOT 


A Zombie ve a a Ghast oe a Zombie Knight loiter in this subter- 
ranean street section. Find out whether teleporting has impaired 
your fighting skills. You are relieved to find that no troublesome 
secondary effects linger. You can then calmly unlock the west door 
with your Iron Key and discover what lies behind it. 


The treasure chest in this room is guarded by two Dark Skeletons and a Lich (screen 2). Either 
cast ‘Magic Ward’ for protection and head straight for the ease GE or take on the mon- 
sters to clear the room. Ee following treasure beckons: Balin's Revenge / Vambrace / Elixir 
of Sages x1 / Alchemist's Reagent x5 / Clematis Sigil. This ien Soni familiar. Indeed, 
you can unlock a new wie with the Clematis Sigil. Return to The Sunless Way after taking the 
items and teleport back to Kesch Bridge. 


SCREEN 2 
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If you do not want to linger ignore the three Crimson Blades and run up the short flight of steps. 
Open the door in the east wall and enter City Walls North. 
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If you do not wish to confront the trio of Blood Lizards simply unlock the door in the north 
wall with the Clematis Sigil and enter. As with all sigils, this one will crumble to dust after 
rendering its valuable service. 


[16-6] 


You need to make your way past a Dark Elemental to reach the door in the north wall. Why 
not take on the monster if you aren't pressed for time? 
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This room is empty Kart for the stairs leading down to the door in the north wall. You may 
want to sort your inventory and regenerate MP and HP here. 


HE S270e288 MP 39:69 * jd BATTLE MODE 


[15-11] f Hf Ni NO If NT Ne ft RISK E 


Good for you if you enter this room well prepared: A Lich and a Quicksilver are conspiring to 
take your life (screen 3). As the next door is not too near, battle is inevitable. Defeat the Lich 
first, since it is the more dangerous opponent with its damaging attacks (screen 4). If the 
Quicksilver manages to interfere, however, change your plans and strike it down first to be 
able to concentrate on the Lich. 


A lone Harpy has become lost in this street section (screen 5). Point out to the monstel that 
hero chasing on one's own is not a good idea and open the door in the west wall. 
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Two Quicksilvers and a Lich? That seems a familiar combination. Defeat them to clear the 


room before devoting your attention to the treasure chest. You are rewarded with: Round 
Shield / Grimoire Paralysie / Aster Sigil. Tread softly, though and heal your wounds 
first: There is a HP-devouring ‘Diabolos' trap in front of the treasure chest (screen 6). 


Now you should make your way back to Kesch Bridge. However, a surprise encounter 
awaits on The Greengrocer's Stair … 


SCREEN 6 


Muscular Tieger and his delicate colleague Neesa are crouching _ The warriors mainly attack with Break Arts and inflict status chan- 
next to their dead comrade Grissom as Ashley enters the room. ges such as ‘Curse’ or ‘Numbness' on you. While it is helpful to have 
Tieger wildly accuses Ashley of killing his brother-in-arms. As the _ the suitable items for curing these afflictions you should not spend 


two warriors are a far cry from your average Crimson Blade Ashley __too much time on the defensive. Choose your most harmful Chain 


retreats to the previous room to defend himself on more suitable _Abilities, such as ‘Heavy Shot’ to reduce Neesa's HP to 0 as quick- 
terrain. 


ly as possible. 
As soon as you regain control of Ashley you should approach Neesa _ As soon as you defeat one of the 
and cast ‘Tarnish' on her. When Tieger comes within reach, castthe __ have not “really” 
same spell on him, too. Strengthen yourself and your equipment by 
casting ‘Herakles’ and ‘Prostasia’. As you only need to overcome 
one of the pair to end this battle you might want to concentrate on 
Neesa, the weaker of the two. 


pair, Neesa and Tieger flee. As you 
subdued them you don't receive any items after 
battle. Never mind, just continue your way back to Kesch Bridge, 
There is another encounter with Neesa, Tieger and Grissom on the 
Greengrocer's Stair but this should not keep you long. ĳ 
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Degenerate, Silence, Bear Clow, Acursed Umbra, Iron Ripper, Emetic 
Bomb, Cure Numbness, Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt, Piercing 


Heal, Blessing, Bonecrusher, Quickshock, Ignis Wheel, Hex Flux, Cure 
Numbness, Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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Racé past the Crimson Blades on your arrival here and immediately teleport back to 


If you did not unlock the south door with the Iron Key during your last visit this is a 
good chance to do so. Open the door and enter the Limestone Quarry 
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The first room in the Limestone Quarry is empty and peaceful. Do 
not let this lull your senses: There is little time for complacency in 
this area … be warned and step through the exit in the south wall. 
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This room is as acti first was quiet: A Water 
Elemental turns out to be the next boss. Increase your weapon's 
fire affinity by attaching the Salamander Ruby gem to it and cast 
‘Prostasia'. Increase your strength with the ‘Herakles’ spell and 
weaken your opponent by casting ‘Degenerate’ or ‘Psychodrain’. 
Finally, protect yourself against magic attacks by casting ‘Magic 
Ward’. You might be tempted to cast ‘Stun Cloud’, which has a good 
chance of paralysing the Water Elemental - or to use a Break Art 
that inflicts such a status change. However, this does not prevent 
your opponent from using magic! 


gee 


Mind, Recharge 25 MP, 
Recharge 100 MP 


OPPONENT 


PART OF BODY} HP BOSS 


Concentrate on attacking the head with your blunt weapon. Once 
you have reduced the 133 HP of this body part to O the Water 
Elemental can no longer cast spells. It might take some time be- 
fore you have depleted the boss’s entire 400 HP, but the effort is 
well worth it. You receive: oire Avalanche / Elixir of Sages 
xl / Beolyte s Nostrum x1. Heal your wounds and unlock the 
door in the south wall. 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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To the left or to the right - or, more precisely: east or west? That is you might want to save your progress at the Circle of Magic (Save 


the question. Both doors can be opened, so both routes are ex- Point). 
plained in detail. Before embarking on the next leg of your journey 


[BEGINNING ROUTE 1] 
EE VEARMEREST: 


r two monsters of a new kind (screen 1): The Gremlins are even 
nastier than their cousins, the Imps. They also wield more potent magic. Use your Chain 
Ability ‘Dulling Impact’ to prevent the Gremlins from bombarding you with harmful spells. Also 
equip a weapon with a long range. Attack the heads of the monsters to disable their use of 
magic altogether. Defeat them quickly to remain alive and reach the door leading north. Be 
sure to avoid the ‘Death Vapor’ trap in this cavern (screen 2). 


[17-5] 


After the dangerous Gremlins the Wraith that tries to stop you here seems like an old acquaint- 
ance. Teach the monster better than to hang around stairways, then leave via the door in the 
north wall. 


MLD ‚Le 
This spacious hall may not seem to lend itself to an ambush. Still, a pair of Orcs lies in wait 
for you (screen 3). Since the exits are only opened after your victory you should bring it about 
quickly. After battle, you continue north. 
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Somehow a Gremlin has ended up in this lonely corner of the 
Limestone Quarry. Fend off its stormy "welcome" in tried and trust- 
ed manner before opening the door leading east … 


SCREEN 1 
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 SCREEN3 


Meet a new kind of monster: The Gremlins (screen 4) are even more vicious than their cous- 
ins, the Imps. The winged pair you come upon here casts more damaging magic and can be 
quite unnerving to hunt down. Do not panic and flee north before opening the door in the east 
wall. Silence the monsters with your Chain Ability ‘Dulling Impact’ and equip a long-range 
weapon to stand a better chance against these flying nuisances. Concentrate on attacking the 
Gremlins’ heads to disable their use of magic with a few hits. 


SCREEN 4 
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Each treasure chest you find seems better quarded than the last RING / NDINE / RONDANCHE / LIONHEAD / SNOWELY 
one. Here, an Air Elemental does its best to end your life (Screen 5) _ DRAU / Next, return to the caern The 
after the exit has been locked. Teach the monster a good lesson _ Air Stirs and continue north. 


and reap the following reward: MATADOR / CRANEQUIN / SIDE 


[17-10] 


This stairway is guarded by a Wraith. Ignore it and head for the 
north door - or challenge the guardian and send it back to the 
netherworld it came from. 

SCREEN 5 
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Two Durahans occupy this large hall (screen 6). With 150 HP apiece these monsters surely HE MP za Tj 
don’t present any problems to experienced fighters? Use a piercing weapon with strong light # 5 


affinity to eliminate the pair quickly (screen 7). 
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SCREEN 6 
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The air space of this cavern is controlled by a Gremlin. If you like, wind your way past it and 
run for the exit in the west wall. However, try to avoid the ‘Poison Panel’ trap (screen 8). 
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You might have pictured a more idyllic meeting of the alternative rou- 
tes described above. However, a cube puzzle requires your attention 
here. If you enter from the west you find yourself on a ledge with a 
Carry Cube. Place the Carry Cube in the position shown in screen 9 
and step on it. Stand on the east edge of the Carry Cube and jump 
northeast to the platform with the three Magnet Cubes. 


[17-16] 


This peaceful intersection gives you a chance to regenerate and save your progress after all 
these battles. Do so and leave through the west exit, the north door being locked with a Silver 


If you enter this cavern from the east simply jump onto the platform 
with the three Magnet Cubes. Now, how to reach the north door that 
can be unlocked with your Eulelia Sigil? Experiment with the Magnet 
Cubes and look up our puzzle insert on this page if you aren't making 
progress. By the way: There is a ‘Heal Panel’ trap underneath the red 
Magnet Cube. 


[17-14] CANDO C 


Yet another lone Wraith vainly attempts to keep you from fulfilling 
your destiny. Show this monster that you are faster - or stronger - 
and climb the stairs to reach the north exit. 


[17-151 TP TIMPIU 
A pair of irksome Gremlins challenges you at this crossing. Eliminate 
them to gain time to consider your next steps. You find that the east 
door is locked with a Gold Key, leaving the west door as the only via- 
ble alternative. 


SOLVING THE CUBE PUZZLE IN THE 
DREAMER'S CLIMB 


Place the easternmost blue Magnet Cube 
on the blue Magnet Cube near the steep 
ledge to the north. Then step on the red 
Magnet Cube to access the piled blue 
Magnet Cubes and climb up to the ledge 
with the exit. 
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Reaching the south door high on the ledge is not easy. First, watch 
out for the 'Paralysis Panel’ trap (screen 10) while piling the blue 
Magnet Cubes as shown. Then pull yourself up (screen 11) and jump 
southwest to reach the platform with the high stack of cubes. 
Position yourself on the southeast corner of the platform and dest- 

HP 288-268 MP 70220 


HP_288-280 MP 70-70 
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SCREEN 11 


roy three of the Push Cubes (screen 12). In any other position you 
might not be able to reach and destroy the Push Cubes. Climb up the 
remaining stack and jump to grab the west ledge. You could also jump 
south (screen 13) and move on to the next cavern. However, you 
would miss out on a lot, so head west first. 
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SCREEN 13 
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The resident Earth Elemental does its best to prevent you from reaching the treasure chest 
(screen 14). Little does it know that it is dealing with a veteran Riskbreaker … Defeat the 
monster and reap the reward; PALM / KITE SHIELD / 
TALOS FELDSPAR / AC 


T. Return to The Labourer's 
Bonfire afterwards. 


SCREEN 14 


As if by magic, all dl the bes. are restored and back in their original positions. Stand near  gemenn 
the ledge and destroy at least one (but no more than three) of the Push Cubes (screen 15) KE 

before jumping onto the remaining pile. One more leap to the south and you reach the exit, 
which is unlocked with the Melissa Sigil. 


An die Lord dis in a corner dif this ane halt in deep thought as 
you enter. The muscled monster is rather irritated by your intrus- 
ion and immediately jumps up with its weapon raised, poised to 
attack. 

Unfortunately, this boss is not only willing to defend its home with 
brute force - it is also capable of using magic. As the ‘Tornado’ spell 
is particularly harmful you might want to protect yourself by 
casting ‘Magic Ward’ after evening the odds by casting ‘Prostasia' 
and ‘Herakles’ on Ashley. 


Use the 'Degenerate’ and ‘Tarnish' spells on the Ogre Lord and 
practise your Chain Ability ‘Dulling Impact’ to stop your opponent 
from casting spells. Equip an edged weapon with high fire affinity 
and attach the Salamander Ruby gem to it. Attack the monster's 
body to deal the greatest damage with your edged weapon and 
increase the likelihood to hit the Ogre Lord with your Chain 
Abilities. Make sure to cast ‘Tarnish' and ‘Degenerate' before using 
‘Dulling Impact’: Otherwise, the spells would neutralise the silenc- 
ing effect of your Chain Ability. 


Use ‘Raging Ache’ and ‘Heavy Shot’ with your remaining two Chain 
Ability buttons. If you find that you still cannot deal enough dama- 
ge remember your Break Arts … Choose your usual Defence 
Abilities and take into consideration that it is worth using ‘Reflect 
Damage’ if you are unable to harm your opponent noticeably. 

Of course the victor does not go without reward. You can add the 
el treasure to your inventory after battle: Schiavona / 

Chain / Elixir of Queens xl / Mana Tonic x3 / Cur 

xl. Now lend the hall through the south exit. 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 

WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 
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This crossing is devoid of life but offers you a chance to save your progress. Take a quick 
detour east before leaving through the south exit. You will not regret your decision … 


[17-211 1 


As with most riches, you need to fight before you can claim your reward. A Water Elemental 
has lured you into an ambush (screen 16) and needs to be eliminated before you can a hands 


Ca IN Á 
hant / Casserole Shield / Missaglia / Beaded Anklet / Elixir of 


Apparently, all stairways in the Limestone Quarry are quarded by Wraiths. By now, this mon- 
ster should not be much of a challenge for you. Defeat it and continue your way south. 
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An unusual monster duo awaits: An A secures the ground, while a Gremlin hovers to 
monitor the air space (screen 17). Unfortunately, the two of them are weak against opposite 
affinities (fire and water). Concentrate on one opponent at a time, then change your weap- 
on and use the opposite Enchanter spell, if possible, to defeat the remaining monster. 
Eliminate the Gremlin first: It only has 190 HP and is rather a nuisance with its ‘Silence’ 
spell. The exit from this inhospitable cavern lies around the bend to the west. 
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You are surprised to see numbers appear on the Counter Cubes as has reached its highest point (screen 18) and jump onto it. Wait until 
you approach them. The figures show how many times you can roll _ the Cloudstone resumes its movement and fixate it again when it has 
these Counter Cubes before they dissolve. As you only need the reached the middle of its trajectory and the bare edge between the 
Counter Cubes if you return, ignore them for now. On your way back two piles of wooden crates lies directly ahead of you. Now jump 
through this hall, simply roll the top Counter Cube mwa rn north, grab the ledge and heave yourself up to 
north or south and roll the other Counter Cube Bman reach the exit. This jump is tricky to negotiate 
towards the east wall twice. ’ and might take a few attempts. 

For now, you must reach the far side of the 
chasm. Align yourself with the western or the 
easternmost position of the '"commuting” 
Cloudstone and stand at the edge. Stop the 
Cloudstone's motion by casting ‘Fixate' when it 


SCREEN 18 
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As with all boss dragons ve your first input should be to close the _Asthe Snow Dragon boasts 720 HP you should attack with ‘Heavy Shot’ 
distance to avoid the beast's breath attack. In the case of this Snow __and defend yourself with ‘Reflect Damage’ to deplete the dragon's HP 
Dragon the cold blast of a ‘Frost Breath’ Attack will hit - and possib- __when you manage to parry its Tail Attack. Break Arts can cause some 
ly disable - you if you stray too far from the monster. Equip an edged damage, as well. Remember to heal yourself from time to time and 
weapon with high fire affinity and enhance it by attaching the _ use a Vera item to keep your risk at an SCE level. After prov- 
Salamander Ruby gem. Strengthen your equipment and yourself by ing your endurance you gain: Grimoire Barrer / Panacea / Elixir of 
casting ‘Prostasia’ and ‘Herakles’ and be prepared to use your most Queens x1. You can then leave the hall via the north exit. 

damaging Chain Abilities: Offensive magic is of little use against this 

beast. 


HP 288-208 Mp. 
TT 


RISK 


B SPECIAL ATTACKS: Tee 
Tail Attack, Frost Breath OPPONENT Ms MP INT 
: BOSS 120 0 152 145 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 
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The cube puzzle in this hall seems rather daunting, yet it can be solved. A hint: You need to 
manipulate every single cube to reach the exit on the north ledge … 


3. Roll the Counter Cube on the cent-__ 4. Roll the other Counter Cube, which 
1. Push the upper Frictionless Cube __2. Now push the same Frictionless ral ledge south to make it tum is lying on the Push Cube, east to 
west. _Cube south off the ledge. ble down. make it fall onto the first Counter Cube. 
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__5. Now roll the top Counter 6. Move the Push Cube east once 1. Then move the Push Cube north 8. Now move the Push Cube east 
Cube south. onto the higher of the Counter Cubes. (just once). (just once)… 
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12. Finally, move the Push Cube west 
11. Now move the Push Cube east twice and then all the way north, 
10. Move the Push Cube east five twice and north twice to make it step on it and pull yourself up to 
3. … and then north once. et then zieh twice. fall off the ledge.* the ledge with the exit. 
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NOTE: Alternatively for step 11, if you are a good j jumper, push the Push Cube west twice so it comes to rest in the niche 
directly vpe the north hale wk the exit. Climb onto the Push Cube and jump to the far exit. 
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As you enter the Temple of Kiltia from the south you are overawed near the Circle of Magic (Save Point) if you step on it (screen 2). 
by the cavernous hall - and daunted by the broad, seemingly impas- _ Simply cast ‘Eureka’ to localise both traps. 

sable chasm that lies between you and the Circle of Magic (Save _After refreshing yourself, storing excess items in the container and 
Point) on the north side. Do not worry, turn left instead: Here, near saving your game you are ready to enter the adjoining hall via the 
the west wall, is a jump you can negotiate to cross the abyss. Once north door. 
you have grabbed hold of the high ledge and : 

climbed up you are already safely on the north Wirra 

side. Watch out for the ‘Clear’ panel trap 
(screen 1) that neutralises the ‘Heal Panel' trap 


HP 2952235 MP 71:71 
RISK ZERO 


SCREEN 1 SCREEN 2 


[18-21 N11 


Once again, a door slams shut behind you. Do not mistake the Last Crusader (screen 3) for its 
cousin, the Dark Crusader: Your current opponent has boss qualities and refuses to be defeat- 
ed with merely a few blows. On the contrary - if you simply try to beat the HP out of its un- 
holy armour your will find that you can deal the Last Crusader very little direct damage. 

You can defeat this monster by relying heavily on either Chain Abilities or on your Defence 
Abilities. For the first strategy, cast ‘Herakles’ and ‘Prostasia' on Ashley while weakening the 
Last Crusader with the spells ‘Tarnish' and ‘Degenerate’. Then use your Chain Ability ‘Dulling 
Impact’ to prevent your opponent from casting its irksome magic. 


following this, hit the monster as hard as you can, using aggressive Chain Abilities such as 
‘Heavy Shot’ and ‘Crimson Pain’ but keep an eye on your HP. While the abdomen is easiest to 
hit, this body part is immune to your Chain Abilities, so attack the Last Crusader’s arms 
instead. 

The other means of overcoming this monster is to cast 'Prostasia’ on Ashley, silence the Last 
Crusader with ‘Dulling Impact’ and remain defensive. Rather than attacking, meet each blow 
that your opponent lands with your Defence Ability ‘Reflect Damage’ (screen 4). This may well PRT EENES BATTLE MODE 
cost the Last Crusader 20 to 40 HP per attack, reducing its HP to O within a few minutes. 
Remember to cast ‘Heal’ and ‘Prostasia’ when this enhancing effect dissipates. 


The obvious advantage of the second strategy is that you use up fewer resources. The aggres- 
sive strategy requires you to recover MP and HP and to lower your risk from time to time, 
while you should only need a few Mana items to fill up your MP gauge when using the defen- 
sive option. Once you have defeated this formidable siste ee Hok only An all sd in 
the hall unlocked ke He also receive some treasure: Agri / Grimoire Purif 
themist's Rea 

Two more exits Bcn td exploration. While the path leading west takes you to a dead-end 
for now (a Silver Key is needed to proceed) the east door looks quite promising … 
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The abyss here is not nearly as wide ds it seems at first sight. Climb Ren 
onto the highest ledge near the south wall and jump to the north- 
east to gain hold on the far side (screen 5). Should you fail you can 
try again as many times as you like but remember to heal your 
wounds: Each fall costs you 20 HP. 
As the east door is locked with a Silver Key you must turn your 
attention to the north door. But how to reach the elevated ledge? 
The cube puzzle in the main axis of the hall is trickier than the leap 
you just negotiated. Try to deduce the solution or look up the puzz- 
le insert on the following page for a step-by-step description. 
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SOLVING THE CUBE PUZZLE IN THOSE WHO DRINK THE DARK 
dn 4. Push the same Push Cube all the 


1. Destroy the Push Cube shown in 
the screenshot. 
ERE WEE 
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2. Push the upper of the two piled 
Push Cubes west into the “hole”. 
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3. Push the Push Cube shown on the 
screenshot south five times from 
the niche. 

BRE WEE 


RISK ZERO 


way to the east wall, then to the 
north three times to place it on 
the edge. 
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5, Push the Push Cube shown on the 
screenshot to the east once, then 
to the north once to move it to the 
edge. 
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6. Destroy the Push Cube near the 
west wall shown on the 
screenshot. 
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9. Push the Push Cube east once 
more, as shown on the 


10. Now push the upper Push Cube 
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1. Move the adjacent Push Cube 
east once. 
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8. Now push the Push Cube shown 
on the screenshot north twice. 
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ESE 
RIEK ZERO 


KEE in À 


12. Move the Push Cube shown in 
the screenshot west once and 
north four times to place it 


11. The western Push Cube must 


screenshot. north twice from the ledge. then be pushed north five times. beside the other lower Push Cube. 
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13. Now you are ready to push the 
Push Cube from the upper ledge 
north … 
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14. … Then push the same Push 
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You might have guessed it: The next boss encounter awaits behind 
the ominous double doors. Even worse: The doors are locked behind 
you, barring escape from battle with the Minotaur Lord. But you 
weren't about to flee, anyway, were you? 

After the tough encounters you have already survived this one will 
seem like a walk in the park. Enhance your strength and equipment 
by casting ‘Herakles’ and ‘Prostasia’. As “Degenerate’ does not work 
on the Minotaur Lord at least ‘Tarnish' its equipment. Vary your Chain 
Abilities by introducing ‘Snake Venom’ and wield an edged weapon 
with high light affinity. Practice your Break Arts or cast ‘Spirit Surge” 
to weaken your opponent even further and defeat it before it gets a 
chance to land blows of its own. Was this really a boss monster, you 


_ wonder? 


15. Move the same Push Cube to the 


north four more times and jump up 


Although this battle is easy you are royally rewarded: Titan's Ring / 
Elixir of Queens xl / Alchemist's Reagent x3 are yours. Not to men-t- 
ion the treasure chest in the northwest corner of the hall. It beckons 
with: Frost Maiden / Sonic Bullet / Ghost Hound / Cure Potion x2 
/ Mana Potion x2 / Silver Key. As there are no other exits you 


leave through the entrance, ready to use your newly acquired Silver 
Key. 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


You may remember the door in the east wall that is locked with a 
Silver Key. Do not hesitate to open it and enter the Limestone 
Quarry. It is worth the short detour … 
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[17-281 (1{ Ï PDP Ï LD Cp ) DPNT Two Gremlins "welcome" you to this crossing. Defeat the pesky monsters and 
WI Pb Tib Ob DI decide whether to continue south or east. We suggest you take a quick look 
south. 
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Do you remember noting that all of the Limestone Quarry stairways You are haf able to ignore the Dark Elemental in this room, so 
are quarded by a Wraith? Your assumption is confirmed yet again: defeat it before turning your attention to the treasure chest and 
Ascension houses one of these phantoms. As the stairway connects eeetng the following items: Falarica Bolt / Plate Glove / Elixir 
to The Auction Block, a passage you already know, you can turn on of Mages / Mana P 1 x5. Now make your way back to Those 
the spot, if you like, and walk east from Where the Serpent Hunts. Who Drink the Dark in the Temple of Kiltia. 
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You do not need to push a cube to the western edge to reach the far side. If you decide to use 


a cube place it at an equal distance between the walls (screen 6). Jump across and leave 
through the west door. 
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If you took the detour through the Limestone Quarry earlier you will run into yet another SCREEN 6 
ambush here. No more Last Crusaders, fortunately, but the Water Elemental and the 
Nightstalker still need to be Vanquished before the doors are unlocked. If you did not enter 


the Limestone Quarry from the previous hall these monsters will lurk here but the doors are 
unlocked, allowing you to slip west past your foes. 
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This huge hall boasts more cubes than other areas do monsters! Some of these objects poss- 
es a frighteningly low durability (screen 7). You can try to find out how to reach the north 
ledge on your own - or look up our first puzzle insert. Once you have clambered up to the 
broad rise you will need to descend on the east side and solve another cube puzzle to reach 
the exit. This puzzle is explained in the second insert… 


j 
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| (_SOLVING THE FIRST Cut PUZIIE IN THE RESENTFUL ONES 


1. Roll the Counter Cube shown on 2. Push the Frictionless Cube east 


3. Roll the Counter Cube you moved 
the screenshot north once. towards the door. 


earlier back to its original position. 
EE Wee EE 


5. Push the Frictionless Cube west 
4, Roll the second Counter Cube from the door so it comes to rest 


north twice. against the Counter Cube you first moved... 
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6. … Then push the same Frictionless 
Cube north against the other Counter 
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1. Now push the Frictionless Cube 


east against the pile of Push 8. If you move the top Push Cube 
Cubes. north onto the Frictionless Cube … 


9. … You can leap from the stack 
and grab the ledge to the north. 


ZE 


(SOLVING THE SECOND CUBE PUZZLE | 
|___IN THE RESENTFUL ONES 
1. Roll the Counter Cube shown on the 


screenshot north once and west three 
times. 


2. Push the southernmost Frictionless 


Cube next to the Counter Cube you just SCREEN 


Just a few metres lie between you and the exit, yet progress might 
e cumbersome: An Air Elemental and a Gremlin do their best to 
top you from reaching the other end of the hall (screen 8). Do not 
ive them the satisfaction of defeating you. Eliminate the mon: 


ters of nimbly run past them into the next hall. 


3. Roll the Counter Cube north once, then 
east once. 


Ashley is overwhelmed by Rosencrantz; Sydney already lies on the 
osencrantz considers himself victorious, he will have to think twice. 
e springs to life … 

il the story, let us simply “fast forward" to your next battle. Kali has way 
eads than any normal humanoid opponent should have. This monster is 
elis, so do not waste your MP on ‘Tarnish' or ‘Degenerate'. Also, each 
ta different affinity, making battle even more difficult. 

s little choice. Grab your best weapon, cast ‘Herakles’ and ‘Prostasia'. - 
zin if Kafi attacks with ‘Degenerate’ and ‘Tarnish’. While you continue to do 
ely keep using magic. 

ttacks on the monster's head: Once you have robbed this body part of its 
125 HP you are safe from further sorcery. Then find the body part your weapon can deal the 
greatest damage to and hit it until you emerge victorious. ‘Spirit Surge’ and your Break Arts 
are also worth a fry. Once Kali resorts to normal” attacks try your Defence Ability ‘Reflect 
Damage’ to harm your opponent. As with most boss battles, choose your most aggressive 
Chain Abilities. n 

The reward you reap after battle: The exits are opened! In fact, there is no treasure to be 
gained here, not a single item. Who said life is fair? … Leave the hall through the north 
door. 


5. … And jump north from the pile to 
reach the ledge with the exit. 


RISK ZERO dd 


99 


een! SPECIAL ATTACKS PEOF 
ô B OPPONENT 
Degenerate, Tarnish, Caesar's 


Thrust, Titan's Mace, 
Heaven's Tear, Raven Eye 


BOSS 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


BESCH 1 1E Each part of the body has a different affinity. Upper Right Arm: AIR, 
Lower Right Arm: FIRE, Upper Left Arm: EARTH, Lower Left Arm: WATER, Head: DARK, Legs: 
LIGHT. Do not change weapons, target another body part instead and find out where you 
can deal the greatest damage. 
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Climb up the stairs and jump onto the Cloudstone to leave the temp- 
le and ascend to the surface once more (Screen 9). 
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A whiff of fresh air will doubtless lighten your spirits after the stark, oppressive atmosphere 

of the monster-ridden temple. Save your game in the Circle of Magic (Save Point) before 
embarking on the last leg of your quest: The Great Cathedral looms ahead of you. Fraught with 
danger and suspense, it leads to the inevitable showdown … 

Before entering the Cathedral you might want to collect some remaining items. Turn east and 
jump across the river using the pillars (screen 10). An opening in the north wall beckons … 


ben 


You can ignore the supposed Gremlin: It is just a dummy to scare unwary travellers (screen 
11). As you do not have the Chest Key yet you are unable to access the treasure in this pass- 
age. Never mind; head east into the next room. 
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After jumping from the ledge and emotying iig treasure chest (it again, you could solve another cube puzzle. Unlock the south door 
contains: Ribsplitter / Dr e € in any case to open the connection to the rest of Town Centre East 
it is time to head back to Plateia Lindt But how to set hont this? _… 

Well, you could always unlock the south door, run across Rue 

Crimnade to Kesch Bridge and teleport to your destination. Then 


TEM HOW TO PLAY 


1. Push the Frictionless Cube north 3. Push the Frictionless Cube shown 4. Now destroy the remaining Push 
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eet. SOLVING THE CUBE PUZZLE IN THE HOUSE GILGITTE 5 ea 
off the tall cupboard. 2. Destroy the upper Push Cube. in the screenshot west, then north. Cube. 


6. You can then push the 1. Step on the Frictionless Cube you just 
5. Push the Frictionless Cube shown Frictionless Cube from the lower moved and jump west to grab hold of the 
in the screenshot east, then north. Cupboard west. ledge, then heave yourself up. 
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This hall has two new exits and 
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You step into the long hall and behold the first of … no, we won't 
reveal how many bosses await you in the Great Cathedral! At any 
rate, this first one makes a rather spectacular entry, bursting 
through the north wall in a gloriole of fire. Bathed in the light of 
the setting sun, the Ifreet is quite majestic. 

Still, since its manners aren't nearly as regal as its initial intro- 
duction, you have no reservations taking on this formidable app- 
arition. Equip the Ghost Hound accessory, then choose a blunt 
weapon with high water affinity. Attach the Undine Jasper gem to 
your weapon and strengthen it by casting ‘Frost Fusion’. Cast 
‘Herakles’ on Ashley and use ‘Magic Ward’ as well if you want to 
remain untouched by the Ifreet's first spell. Remember that your 
Chain Abilities ‘Numbing Claw’ and ‘Paralysis Pulse’ do not prevent 


a ‘Heal Panel’ trap (screen 2). As the northernmost exit lies 
directly opposite you it seems the logical choice. Of course, you can explore what lies behind 
the other door. In this case, be prepared to negotiate a leap across a small subterranean 
stream. Our walkthrough takes you past the northernmost door first. 


D 


Allow us a few general comments before you embark on the last leg 
of your journey. Considering the dangers and boss battles that are 
to follow, it is a pity that there are only two Circles of Magic (Save 
Points) in the Great Cathedral. If you are a more cautious player it 
might be advisable to return to the square just outside the Great 
Cathedral, Plateia Lumitar, after each boss encounter to save your 
game. This also facilitates orientation, which, be warned, is not 
easy in the last area: You constantly need to move between storeys 
and although the number of rooms in the Great Cathedral is limited, 
the layout of the vast halls and their exits can become rather con- 
fusing. If you receive new grimoires and do not want to teleport | 
elsewhere to try out the spells they contain, just cross the river to 
Gharmes Walk and fling your magic at the lone Gremlin dummy. This 
is also an excellent opportunity to attempt a new chain record … 
You come upon numerous Cloudstones in the Great Cathedral that 
take you from one storey to the next - and back. If you want to save | 
time, do not wait for a Cloudstone in order to ride down, just jump 
into the void. You will land safely in the Cloudstone room below 
without losing a single HP. Of course, these shortcuts only work in | 
halis with Cloudstones! ' 

The foyer of the Great Cathedral has an opening that leads west 
and a reddish Cloudstone (screen 1) that you cannot use yet. Maybe 
you can activate it later, you consider this as you walk down the 
steps to the opening. 
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your opponent from casting spells. The only way to stop the Ifreet 
from using magic is to reduce the HP of its head to 0. This can be 
accomplished faster by using your Break Arts. 

Needless to say, you should use your most aggressive Chain 
Abilities, such as ‘Raging Ache’. Do not extend your chains too far: 
From the 9th chain your risk rises faster than usual, considerably 
reducing your success rate. Defend with ‘Reflect Damage”, ‘Reflect 
Magic' and ‘Impact Guard’. 

After battle you gain the following items before pondering which 
way to take next: Elixir of Queens xl / Grimoire Flamme. Two 
doors take you further into the great structure. One leads west, 
the other east. Choose the west door to confront the second boss 
monster. 


MA TYPE OF 


Fireball, Flame Sphere Lv.3, OPPONENT HP 
Fire Storm, Recharge 100 MP_BOSS 500 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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Before you have time to gaze at the ragged skyline of the destroyed half an Iron Crab clambers up the 
cliff and attacks with startling speed. Instead of admiring the seascape you must fight for your life. If 
you still have your blunt weapon equipped attach the Salamander Ruby and the Braveheart gems and 
fortify your weapon by casting ‘Spark Fusion’, if possible. Do not fret if you did not choose the detour 
that led you to the corresponding grimoire earlier: ‘Prostasia' helps you, too. Equip the ‘Pushpaka' 
accessory and enhance your strength by casting ‘Herakles’. ‘Snake Venom’ is a rather useful Chain 
Ability: When you hit the Iron Crab with it, the monster loses 5% of its HP every few seconds. 

If you keep close to your opponent to avoid its Aqua Bubble attack and use your Break Arts to speed 
up the battle the Iron Crab has precious little chance to defeat you. 


The reward for your victory consists of: Valens / Elixir of Kings xl. Not much, it seems, but excellent 
to raise your statistics. Also, the Cloudstone in the entrance hall of the Great Cathedral, Into Holy 
Battle, is now activated, giving you access to new halls. For the moment, however, there are other 
rooms to explore first. Return to the previous hall. 


d OPPONENT ) 
Aqua Bubble, Tidal Rush BOSS 315 145 137 110 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt (Mouth = Piercing) 
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Take a detour east 


set 


before leaving the hall through the southeast exit. 


ainst the foot of the cliffs below, the Cloudstone motionlessly sits 
er opponent elsewhere in the vast building 


to activate this elevator to a new storey … 


19-21 (Th 
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Step on the ‘Heal Panel’ trap for a refreshment and jump across the stream to reach the 
south side of the hall. Open the door and prepare for yet another boss battle. 


Dh ANN Putane 
UiDbR ITED LAU | 
Like the Iron Crab, the Marid is weak against fire. Cast ‘Spark _ Elixir of Queens x1 / Grimoire Avalanche. As you may have sus- 
Fusion’ on your blunt weapon after attaching the Salamander Ruby _pected, your victory has also set the Cloudstone in The Victor's 
gem to it. If you do not have this spell, ‘Prostasia' is also of use. _ Laurels in motion. Leave Order and Chaos through the southern- 
Equip the Ghost Hound accessory and use your tried and trusted most exit in the east wall. 
Battle Abilities to deal as much damage as possible while reducing 
your loss of HP. Sometimes, the Defence Ability ‘Reflect Magic’ 
farms the Marid more than any of your blows. Of course, you 
should still enhance your strength by casting ‘Herakles’. 


As with all magic-wielding opponents, concentrate your attacks on 
the head. Also, remember to try out your Break Arts. Do not 
exceed 9 chains per attack if you do not want your risk to grow 
disproportionately. Success earns you the following treasure: 
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OPPONENT Ee | INT AGL 

Knee 

RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITY: Fire 

WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
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T 
b 
This stairway leads up, so why not follow it? 


HB 32-312 MP 27227 
Í RISK ZERO 


E02 AD PILUCHMENT 
ol HI PENS HED 
This huge hall has an unlocked door in the north wall. You also find a container (screen 3) and 


a Circle of Magic (Save Point). Use this opportunity to tidy up your inventory and save your 
progress before returning to The Victor's Laurels. 


Have the newly activated Cloudstone carry you up to the next floor. 


L HF En 


Ignore the Cloudstone in the härteinost corner for now and storm 
through the opening in the west wall instead. 


HP 300-316 MP 77227 
RISK ZERO 
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SCREEN 4 
ability to cast spells. 


CHTHEDAAE [BĲ 


0 ERE AECDLLECTIN 


Somebody in the parallel world of Valendia must have come across 
Escher's surreal designs through a rip in space-time fabric. Yet how- 
ever fascinating the bizarre perspective might be, your destination 
lies beyond the west exit. Be prepared for another boss encounter … 


CHI HES ft. 
NYE! ij / HEB oolbH 
No friendly genie-in-a- bottle is to be found here, a a rather ill tempered Djinn. Choose a 
blunt weapon with high earth affinity against this floating menace and cast ‘Soil Fusion’ as 
well as ‘Herakles’. Also equip the Ghost Hound accessory. 
Thankfully, the Djinn seems allergic to some of your spells. ‘Stun Cloud’ and ‘Spirit Surge’ 
should do some, if not considerable, harm. Break Arts are more effective, especially when 
attacking the Djinn's head. Use them to rob the phantom's head of its 167 HP and hence of its 


Once you have overcome this opponent you can add the following to your inventory: 


„ There is also a treasure chest here, waiting for audacious 


Riskbreakers to solve a small cube puzzle. Simply destroy the westernmost Push Cube and 


move the remaining one east twice (screen 4). The treasure chest yields highly useful items: 


„ Now return to the 


room Cracked Pleasures. 


TYPE OF 


SPECIAL ATTACKS: 
Lightning Bolt, Thunder Burst Lv.3, id 180 1 135 122 
Thunderbolt, Recharge MP 100 BOSS 50 8 45 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 


WEAK AGAINST THE FOLLOWING AFFINITY: Earth 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Step on the bid PL you dek da and float up to the next 
floor. 
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A Cloudstone hovers high up in the southeast corner of the room but your path leads south, 
through the only door. 


[19-11] f} 
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Something has caused havoc here! Major rebuilding would be necessary to restore this court- 
yard to its former splendour. Since half of the floor has crumbled you need to negotiate 
several jumps to reach the ledge in front of the west exit. Casting ‘Eureka’ to show you the 
Curse Panel’ and ‘Poison Panel’ traps only warns you of their presence. You cannot neutra- 
ise these traps, so if you step on them, be prepared to counter their effects with items or 
magic (screen 5). 


If you prefer the offensive to the defensive equip your weapon with the Dragonite gem. 
Otherwise, attach this gem to your shield for better protection. Also equip the Dragonhead 
accessory. As the body parts of the Flame Dragon are weak against different weapon types 
you should choose your target in advance. You should generally attack the monster's head, 
which, for once, has nothing to do with its magic. Enhance your attack power by casting ‘Frost 
Fusion’ and ‘Herakles’ and run close to the massive body of your opponent at the very begin- 
ning of battle. Remain near the Flame Dragon to avoid its aptly named ‘Searing Breath’ attack. 
Make sure to have ‘Reflect Damage’ ready for defence, enabling you to return at least part of 
the damage you receive from the dragon’s ‘Tail Attack’. In this battle, too, the ‘Spirit Surge’ 
spell and your Break Arts prove quite valuable. 
Once the Flame Dragon is history you can reap the following reward: 

„ Looking around the hall you discover that the south door can be unlocked with 
your Acacia Sigil. However, your journey should lead you west first. 


gite MCI 


SPECIAL ATTACKS: 
Tail Attack, Searing Breath td =d 


BOSS 150 _0 154 143 117 


RESISTANT AGAINST THE FOLLOWING AFFINITY:Fire 
WEAK AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt (Head) Piercing (Neck, Body, 
R. Leg and L. Leg), Edged (Tail) 


HE 3IZE, MPe 77:72 


RISK ZERO 


SCREEN 5 


HP 3E, ME 22:27 
Bek ZERO 


This courtyard hs seen better days, too. Bathed in the glow of the 
evening sun, the fractured platforms seem deceptively peaceful. Yet 
danger does not only lurk in the difficult jumps you need to take 
later; there is also a harmful ‘Terra Thrust’ trap in the northeast cor- 
ner. Fortunately, your ‘Eureka’ spell reveals a second magic tile: A 
‘Cure Panel’ trap awaits in the northwest corner of the courtyard. 
First, jump north from the very edge to reach the exit on the north 
ledge (screen 6). 


SCREEN 6 


[19-18] | MA QDC 
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Once again, you are amine The exit is locked and you are 
assaulted by … no, not a boss, "just by two mere Skeletons and a 
Lich Lord (screen 7). While you can eliminate the bony pair with a 
few blows (screen 8) the teleporting Lich Lord requires a more 
complex strategy. Cast ‘Degenerate’ on this opponent, strengthen 
yourself with ‘Herakles’ and ‘Prostasia' and reduce the 95 HP of the 
monster's head to 0. Once you have overcome this evil apparition a 
new Cloudstone is activated: in The Heretics' Story, a vast hall you 
have not been to yet. Now turn south and leave the Maelstrom of 
Malice. 


SCREEN 7 


SCREEN 8 


[19-17] | Up erat AMC | fl 
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Make your way to the southernmost edge of the east door platform (screen 9) and jump onto 
the ledge near the southeast corner of this room. This leap can be achieved without magical 

aid but you can use the item Faerie Wing for your first crossing to jump farther. Remember 

that you only lose 20 HP if you miss and tumble into darkness. Once you have reached the 

south side, open. the door and exit. 


SCREEN 9 


; ( IL 
An unholy trio awaits at the bottom of the stairs: Two Zombie 
Knights and a Lich (screen 10) are eager to destroy you. 
Considering your experience and the battles you have already been 
through, this feeble attempt only makes you laugh. Eliminate the : ne ii 
pair of Zombie Knights first, then concentrate your attacks on the Subdue the last of the trio to reap your reward: Ghost Hound / 
Lich's head (screen 11). Once the 42 HP of this body part are deplet- Laurel Sigil / Elixir of Queens xl / Grimoire Demolir. Now return 
ed the monster can no longer use magic. to the infamous courtyard He Screams for Mercy. 


DID GP GREAT CATHEDAAE [LU] 


SCREEN 10 } 
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Jump back to the ledge near the east door. You can use a Faerie Turn north and enter the next hall. There, you not only find a lever 
Wing if the leap seems too daunting. to pull but you can also gain access to further riches … 


(19-14) | If UT ANN 


Î | | 
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Keep close to the south wall and follow the narrow ledge around to the west and north, watching 
out for and leaping over spaces where the ledge has crumbled. Turn the camera using the 
and buttons to find your bearings and control your jumps accordingly. One last, long leap 
(with or without the help of a Faerie Wing) takes you to the ledge with the lever (screen 12). 
Alternatively, turn east at the entrance, jump onto the ledge and walk north. A few steps 
along, the ledge has crumbled and the next safe spot is somewhat below you and obscured 
by a piece of wall. Simply jump north, keeping the jump button pressed to grab hold of the far 
ledge. Now pull yourself up, continue your circuit of the hall and negotiate the last two jumps 
to reach the lever. 

By pulling the lever you unlock the north door in The Heretics' Story, a hall that seems to 
become more ominous by the minute. For now, jump east from the lever platform, turning 
slightly to reach the broader part of the central ledge. Then walk through the north exit. 


SCREEN 12 


HE 32E: MP 77:77 5 
RISK ZERO ” 


Ignore the Cloudstone in the southeast corner of the semicircular room and turn your attent- 
ion to the Frictionless Cubes (screen 13): You need to manoeuvre one of them in front of the 
treasure chest to access its reward. Solving the puzzle helps you gain: Fluted Leggings / 
luted Glove / Eye of Argon x5 / Cure Potion x1. Next, take the lift - sorry: the Cloudstone 
- down to the room below. 


SCREEN 13 


1. Push the southernmost 2. Push the other Frictionless Cube 3. … then to the south wall and 
Frictionless Cube west twice, west twice … finally west to the foot of the 
then north into the niche. treasure chest. Í 


ZZ 


GED OP GREAT CATHEDAAL [LA] 


90 
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The cube puzzle in this hall requires more consideration than the one Once your have reaped 
in the hall above. You need to place several cubes in the right positi- your reward step on the 
on to reach the treasure chest and claim its contents (screen 14). A remaining Frictionless 
total of 8 cubes must be moved and aligned in front of the treasure Cube to grab hold of the 
chest … but how? Try to figure it out; the effort is well worth it. Cloudstone's edge (keep 
Otherwise, ve our BE puzzle insert on this dd laar VN the jump button press- 
is enriched by: Oval eld rgonet / Mana Bulb x5 / Elixir of ed) and travel back upstairs. Return to The Hall of Broken Vows and 
NS X from there to the room Free From Base Desires. 


SCREEN 14 


A SOLVING THE CUBE PUZZLE IN WHERE DARKNESS SPREADS 


1. Jump into the hollow in front of the treasure _ 2. Move the next Push Cube from the pile east, 3. Push the middle Push Cube from the pile 
chest and move the top Push Cube west. then north once. north once, then climb out of the hollow. 


RIEK ZERO 


6. Now you can shove the two northern 
5 5, Use the pair of Push Cubes as obstacles to stop the most Frictionless Cubes against the 
4, Now you must align four of the cubes on Frictionless Cubes, e.g. by moving the southernmost same Push Cube and propel them into 
the mal floor with the treasure chest. Push Cube east three times. 


EEE E 
RIEK ZERO - RIEK ZERO 


9. Push the top Push Cube from the middle 
1. After pushing five cubes (regardless of their _8. Now destroy the lowest Push Cube of the pile west in front of the treasure chest to 
Le into the vds diode tarn. beusdrmi pile. finally claim its contents. 


EEEN TREE RE 


qe 324 MP 7720 
nennen” 
RISK ZERO ze 


Climb on the stack of crates in the southeast corner of the room and jump up to grab the 
Cloudstone (screen 15). The magical tile will take you to the next floor. 


[19-25] T 


Another series of brecarioddy narrow lades Bie Jump east from the Cloudstone, hop 
across to the ledge on the south wall and jump onto the pillar in the centre of the dizzyingly 
steep yard. From here, a comfortable leap takes you to the west platform with the exit. 


[19-26] 


Finally, you enter the hall you already caught glimpses of in earlier 
visions. Crossing the set of Cloudstones with its widely irregular 
movements definitely requires magic (screen 16). Cast ‘Fixate’ 
when the easternmost Cloudstone is within reach (screen 17). From 
this Cloudstone you can jump directly onto the next Cloudstone. 
Alternatively you wait until the resumed motion leads your current 


SCREEN 16 


[19-27] 


Despite its incredible obesity the Dao is one of the most agile opp- 
onents in the entire game. Equip Ghost Hound or your Gnome 
Bracelet before chasing it around the hall. Choose a blunt weapon, 
attach the Djinn Amber gem to it and cast ‘Herakles’ and ‘Luft 
Fusion’ for greater attack power. ‘Magic Ward’ is also useful for the 
start of this battle. You can enhance your speed for a short time by 
using a Faerie Wing: The Dao is more nimble than a weasel and hard 
to engage in a melee. If you have a ranged weapon with high air 
affinity, so much the better. 

Use your Break Arts, concentrating your attacks on the Dao's head. 
Chain Abilities are the most likely to succeed when directed against 
the head, too. Once you have overcome this troublesome boss you 
can on the following to your inventory: Palm Sigil / Elixir of 

„ After this, you need to negotiate the 
Eras cloudsbne: back in The Heretics’ Story to reach comparative 
safety and The Wine-Lecher's Fall. Cast ‘Fixate' to make the 
Cloudstone crossing easier. 


ri / 
1 / Grimoir 1d Gaea 


HP 260-324 MP_ 3077 
RISK ze 3 


SCREEN 7 


SPECIAL ATTACKS: 8 
L 6 SÌ 

Vulcan Lance, Gaea Strike Lv.3 

Gravity, Recharge MP 100 BOSS 500 180 145 135 122 


Cloudstone to touch the next one before casting ‘Fixate’ again 
(screen 18). Maintain this strategy and stop the third Cloudstone 
when it is closest to the far ledge. One last jump takes you to the 
massive west exit. Unlock it with your Calla Sigil, take a deep 
breath and be prepared to meet … not your doom (hopefully) but 
certainly the next boss. 


SCREEN 18 


TYPE OF 
OPPONENT 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITY: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Jump back to the ane using the path you took earlier inthe _ Desires even faster without any loss of HP. One more ride (or jump) 
opposite direction and ride down. If you are feeling impatient you down from Free from Base Desires takes you back to the The Victor's 
can drop down from the Cloudstone corner to reach Free From Base _Laurels. 


BED OF GREAT CHTHEDKAL [3] 


CEE HCFONS LRURELS 


Traverse the halls Truth and Lies, Struggle for the Soul and Order and Chaos, then walk up the 
stairs in An Offering of Souls. 


BED OP GREAT CHTIEDKALE [BĲ 


EN 


[19-22] 


You might want to use this opportunity to sort your inventory and 
store excess items in the container, in turn removing things that 
could come in handy. Whatever you do, it is definitely advisable to 
save your game before opening the double doors in the north wall. En Een 


RISK ZERO 


ETE POISOHIED C1 


Ignore hele numerous Ll, Ee now and ride the Cloudstone to the far side (screen 19) 
instead. Unlock the north exit with your Laurel Sigil and recover MP as well as HP before 
challenging the next boss. 


SCREEN 19 } 
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Another dragon has trapped you! The doors are locked and yours is 
the daunting task of robbing the Arch Dragon of no less than 790 HP! 
Do not despair upon realising that ‘Tarnish’ and ‘Degenerate’ are of 
no avail against this mighty monster. Remain calm and follow your _attacking the part of the dragon’s body 
usual strategy against dragons: quish your foe with a number of well-tir 
Run towards your opponent and keep close to its massive rump to you are not given a chance to impro 
avoid the dragon's devastating ‘breath’ attack, then equip your "wheel of fortune” after battle. It see 
edged weapon with the Dragonite and Braveheart gems (you should enough of a challenge to merit a promotic 
have two of the latter by now). Attach your Morlock Jet gems to your with two items: Acacia Sigil / Acolyte’s N 
shield, equip the Dragonhead accessory and cast ‘Herakles’ as well Leave the hall through the unlocked set 
as ‘Prostasia' on Ashley. and Punishment. 


Kanto Eeen 


En __ KS OPPONENT 


PART OF BODY, Divine Breath, Tail Attack BOSS 790 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


Use the container to lighten your inventory if you wish and save your game before leaving 
through the northeast exit. 


BED OF ERERT CHTEEDAAL [LI 
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Make your way to The Victor's Laurels and ride the Cloudstone to the floor above to reach 
Cracked Pleasures and take the Cloudstone in this room to reach Free From Base Desires. 


DD OP GREAT CHDEEDKAL [BĲ 
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FREE FROM BSE DEOIRE 
zun ck into Abasement from Above and jump along the well-known path to reach The Hall 
of Broken Vows. 
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A broad chasm separates your side of the hall from the ledge with 
the exit (screen 20). As even a Faerie Wing will not allow you to 
span this breadth you will have to solve the cube puzzle to access 
the far side. 

Once you have reached the south door simply unlock it with the 
Palm Sigil and enter the next hall. 


te BHT ALS OU, HIS VO 


This boss monster certainly lives up to its name: The Nightmare, fath- 
er of all Dark Elementals, attacks in this lofty hall. You can always 
attack with spells such as ‘Degenerate’, ‘Stun Cloud’ or ‘Spirit Surge” 
but the monster will only chuckle at your efforts from the sure and 
sound safety of its 500 HP. 

Equip Ghost Hound for protection and choose a blunt weapon with 
high light affinity. Attach the Morlock Jet gems to your shield and 
Talos Feldspar as well as Braveheart gems to your weapon, then cast 
‘Prostasia', ‘Herakles’ and ‘Magic Ward’. Also use your most harmful 
Battle Abilities. 


gon i 


Ee SPECIAL ATTACKS: 
Dark Chant, Meteor Lv.3, 
Curse, Recharge MP 100 


SCREEN 2 


Once again, attack the head to reduce its HP from 167 to O, so the 
Nightmare can no longer assault you with magic other than ‘Dark 
Chant’. Defend with ‘Reflect Magic' and try your Break Arts if your 
weapon does not deal enough damage. Once you have literally put an 
end to this nightmare the Cloudstone in the room begins to move. 
Before using it, however, you should claim your treasure: Grimoire 
Meteore / Elixir of Dragoons x1. Now jump onto the Cloudstone 
and take a ride up. 


TYPE OF 
OPPONENT 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITY: Light 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


ERD OP GREAT CATEEDEEL [L2] 
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What a sorry sight the 
door in the north wall. 


[19-26] T1í 
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jump onto the Cloudstone. 
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SCREEN 21 
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Nothing of interest here - hop aboard the Cloudstone and ride up to the fourth floor. 


BED OP GREAT CAHTHEDAHE [LD] 
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A Circle of Magic (Save Point) indicates that there is trouble further 
ahead. And indeed, this is your last opportunity to teleport to a 
workshop and repair, alter and store your equipment. Our insert at 
the end of this walkthrough explains how to forge the perfect weap- 
on for the last two battles of your adventure. We placed it there 
intentionally, not wanting to spoil your chance of experimenting 
with your items and strategy. Rummage through your inventory and 


crumbfed floor is. Horrified by the destruction, you leave through the 


Fortunately, you do not need to cross this huge hall using the three erratic Cloudstones 
encountered earlier. Instead, the lone Cloudstone that you set in motion earlier serenely 
carries you across the chasm at a dizzying height (screen 21). Arriving safely at the north 
exit poses no problems. Nevertheless , if you feel insecure, cast ‘Fixate' before you step or 


| 1. Push the lower of the two Frictionless 
Cubes south and then west. 


2. Shove the other Frictionless Cube south 
twice next to the Push Cube. 


3. Now move the Push Cube east once and 
south twice. 


4. Step on the Push Cube and jump south 
to grab the ledge and heave yourself up. 


assess your gems, blades, grips, shields and pieces of armour. Try 
out various combinations - maybe you will find the best equipment 
on your own. 

Once you are happy with your items save your game one last time 
before ascending the steps. Then brace yourself for the final show- 
down … 


HED OF GREAT CATHSDARE [A 
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EN PIKE BOSS 


The first of the two final battles is comparatively harmless by the 
game's standards. You will find yourself on the domed cathedral roof, 
facing a highly mobile, sword-wielding opponent. We will not dis- 
close who this is; we do not want to ruin the suspense of the big 
showdown! 

To emerge victorious from this encounter, choose a blunt weapon 
with a high evil affinity. Now consistently increase one (!) of your 
affinities (other than light or dark) by attaching the appropriate 
[gems] to your shield and weapon, equipping a matching accessory 
and casting the corresponding spell. If, for example, you choose to 
increase your air affinity, you should attach the Djinn Amber and 


U Hi BOS! | 
me SPECIAL ATTACKS: 
Last Ascension, Degenerate, 
Stun Cloud, Dispel 


Sylphid Topaz gems to your weapon, equip the Syiphid Ring or the 
Agales' Chain accessory and cast ‘Luft Fusion’. Also strengthen 
Ashley by using ‘Herakles’ and protect him with ‘Magic Ward’. 
Choose the usual aggressive Chain Abilities and defend against your 
opponent's paralysing gas attacks with the Defence Ability ‘Ward’. 
Should this be unsuccessful, use an item to quickly cure any status 
abnormalities. 

Although this is the second-to-last battle of the game you should not 
have serious problems defeating your foe. However, there is no reas- 
on to become cocky … 


TYPE OF 
OPPONENT 


BOSS 540 90 17 137 1 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark and Light 


Like any self-respecting final boss, your foe rises from his first 
defeat. Mutated and invested with fresh power, he whisks you to a 
strange ethereal plane. You will find yourself standing on a per- 
petually rotating disc of arcane symbols in dark, lofty heights. As you 
can only jump so far and your opponent has sprouted wings, you are 
forced to do battle from the edge of the disc. 

The middle of the disc may be safe to recover MP but you can only 
harm your foe when standing near the edge. He will hover above the 
disc and fly around it, putting you at a permanent disadvantage. His 
attacks have a longer range than yours and your winged foe is con- 
siderably faster than you. 

A glimpse at the monster insert shows that your opponent is nearly 
impervious to light and dark attacks, these being his highest affin- 
ities. Choose a shield and a weapon with a grip that can carry as 
many gems as possible. Attach the Morlock Jet gems (you should 
have two of these) to your shield for protection against dark attacks 
and equip the Aglisia's Balm accessory to increase your light affin- 
ity. The Angel Pearl gem will increase the light affinity of your equip- 
ment. 

Seeing that your foe flies out of reach very often and you have to 
wait before attacking him, there is little point in wasting your MP on 
spells of limited duration, such as ‘Herakles’, ‘Invigorate’ or ‘Pros- 
tasia'. Also, your foe will be utterly unimpressed by spells such as 
‘Degenerate' or ‘Tarnish', so do not even attempt to cast these. 


WEAK AGAINST THE FOLLOWING AFFINITY: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


‘Raging Ache' is an excellent Chain Ability for this battle, as the 
damage Ashley deals is relative to the HP Ashley loses. For example, 
if Ashley has already lost 200 HP, this Chain Ability will automatical- 
ly deal 10%, i.e. 20 HP damage, against your opponent. However, you 
should avoid letting your HP drop below 150! ‘Phantom Pain’, ‘Gain 
Life’, ‘Gain Magic' and ‘Heavy Shot’ are useful, too. ‘Phantom Pain’ 
deals damage equal to the PP that your weapon has accumulated. 
Depending on the weapon, this can deal a fatal blow near the end of 
the battle. Do keep in mind, however, that once this Chain Ability is 
used, your weapon’s PP drop to 0. 

‘Demonscale', which halves the dark-affinity damage Ashley re- 
ceives, is a useful Defence Ability. Determining the exact point at 
which to use this Ability is straightforward: Whenever your foe pre- 
pares his Special Attack ‘Bloody Sin’ (which is often the case), you 
will see lightning searing across the screen and the camera will pan 
down to Ashley. Press the button you assigned to ‘Demonscale’ at 
this precise moment. Refrain from using ‘Refle€t Damage’: This 
Ability is too risky, as it does not reduce the damage Ashley receives. 


LLS 


FIE BOSS 2 


Closely follow your opponent's movements and run to attack him 
when he flies towards the edge of the disc near you. Open the tar- 
get sphere while running to find out whether your foe is already 
within reach. Hit him as soon as you can and use your Chain 
Abilities. 

You can prevent your foe from attacking with ‘Bloody Sin’ by hitting 
him while he is flying towards you in the animation. Use a weapon, 
spell or Break Art that causes at least 1 HP damage to interrupt his 
preparation for the assault and get another chance to attack him in 
turn. 


ntt 55e ge 


OPPONENT 
PART OF BODY HP BOSS 665 


SPECIAL ATTACKS: 


Bloody Sin, Apocalypse, Degenerate, Psychodrain, Retrogress, Degenerate, 
Thunder Bolt, Firestorm, Gravity, Acid Flow, Judgement 


Remember to save your MP and spend your healing items during 
battle, as you will not carry your miscellaneous items into the next 
game anyway. Specifically, make sure to use any grimoires and 
elixirs, if you have not done so before the showdown. 

Good luck for this last battle of Vagrant Story. Should you be 
defeated - maybe for want of a better weapon - look up the insert 
“Forging the ultimate weapon”. 
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RESISTANT AGAINST THE FOLLOWING AFFINITY: Da 
WEAK AGAINST THE FOLLOWING AFFINITY: - 
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As you already know, the affinities of your weapon can only be rais- 
ed permanently by defeating monsters. This means that theor- 
etically, you only need to land blow upon blow on an opponent in 
order to dramatically increase an affinity. The dummies that you 
find throughout Leá Monde are ideal, mute sparring partners for 
precis-ely this purpose. Simply teleport to a dummy that increases 
the desired affinity (see "List of dummies” table below) and keep 
hitting it until this affinity has reached its maximum of 100. This can 
easily take more than half an hour. Please note that the first blow 
determines the increase in an affinity, so it is ineffective to use 
Chain Abilities. Theoretically, it would be sufficient to confront your 
last foe with just one affinity raised to 100. If you would rather 
enter the last battles with all affinities and classes raised to 100, 
extensive preparations are required: 
1. You need three weapons that you must eventually combine to 
create a single one. 
2. Weapon 1: Increase the class figures to 100 in this order: Beast 
=> Undead => Phantom by maltreating the corresponding dummies. 
This automatically raises the physical affinity to 100. 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


rk, Light 


3. Weapon 2: increase the class figures to 100 in the following 
order: Dragon => Evil => Human. The Gremlin dummy helps raise 
your weapon’s light affinity to 100, while the Crimson Blade dummy 
helps your weapon's air and fire affinities to reach 100. Bear in 
mind that the various body parts of the dummy in the Worker's 
Breakroom increase different affinities. 

4. Weapon 3: Attack the Crimson Blade dummy in the Workers 
Breakroom to increase your third weapon's dark, water and air affi- 
nities to 100. 

5, Teleport to a workshop and combine the blades of these three 
weapons to a new blade. Assemble this blade with your best grip to 
create the most formidable weapon ever seen in Valendia. 

If you destroy à dummy before the desired attribute has reached 
100, leave the room and re-enter it to continue your labour with a 
fresh dummy. 


| LIST OF DUMMIES Ì jk Be 
_ WHICH CLASS FIGURES AND Ï ROOM NümBER _ (POONENSVOUDREGENEDD, CONDITIONS THAT MUST BE MET 
AFFINITIES INCREASE? 5 DUMMY L_____AREA AND NAME E AFTER VICTORY | TO MAKE DUMMY APPEAR 
+ Human, + Air (Body), + Fire (Legs) Crimson Blade Wine Cellar 1-2 Worker’s Breakroom Cure Potion, Defeat bosses Tieger & Neesa 
+ Earth (R. Arm), + Water (L. Arm) Mana Potion, Elixir of Kings 
+ Dark (Head) Ï 
+ Human Crimson Blade Wine Cellar 1-13 Blackmarket of Wines Cure Bulb, Vera Bulb Defeat Minotaur boss 
+ Physical | a 
+ Beast Ogre Abandoned Mines B1 6-14 The Dark Tunnel | Cure Potion, Defeat bosses Grissom 
+ Physical | Mana Potion, Elixir of Queens & Dark Crusader 
+ Undead Skeleton Knight Catacombs 2-1 Hall of Sworn Revenge | Cure Potion, Use Lily Sigil 
+ Physical Í Mana Potion, Elixir of Kings | 
+ Phantom Ghost City Walls North 16-4 From Boy to Hero | Cure Potion, Enter the Limestone 
+ Physical je | Mana Potion Quarry by using the Iron Key 
+ Dragon Lizard Man {_City Walls South { 9-5 The Boy's Training Room | Cure Root, Vera Root, | Defeat Sky Dragon boss 
+ Physical Ï Í Elixir of Dragoons 
+ Evil | Gremlin | Town Centre East 14-9 Gharmes Walk {_Cure Potion, Mana Potion, Enter the Limestone Quarry 


+ Light 


Elixir of Sages by using the Iron Key 
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There are seven categories of items in Vagrant Story, some of _ pons, ie. the grips and blades rather than the complete items. 
which are subdivided. Here is a list of all of the items you candis- These are the components you can use to forge new weapons in 
cover in the game. We have chosen not to explain the weapons in __ workshops. We will explain how to go about this in the sections 
greater detail because each weapon consists of a blade andagrip. _ "Assembling weapons” and "Combining weapons and armour” later 
Considering the amount of blades and grips in the adventure, this __ in this chapter. a 
would make for endless pages of tables. Whenever you find aweap- _ Of course, there are plenty of other items you collect during your 
on you can quickly look up its parameters under “Weapons” in the _ adventure. The table "Use of items” below explains the number of 
uitems” sub-menu by pressing the @ button to display itsstatus. each type you can carry and what you can use these items for. 

It seems to make far more sense to list the components of the wea- ' É 5 5 


VOE GE IPIS 


CATEGORY / USE 


Weapon 
Blade 


One blade and one grip can be assembled to form a weapon. The type of weapon is determined by 
the blade used. 


One blade and one grip each can be assembled to form a weapon. The number of gems that can be 
attached to the gj is determined by the grip used. 


Yes | Yes Yes 8 32 


You can only equip a shield if you do not currently have a two-handed weapon equipped. Shields only 
protect you in Battle Mode, when you see Ashley carrying one on the screen. 


(except for accessories) 
Yes 


There are various kinds of armour, each designed specifically for a certain body part. However, your attack 
power is only affected by the accessory you have equipped. 


No | 48 | 192 


Gems only have an effect when attached to an equipped shield or a weapon. You can attach and remove gems 
under "Set up" in the "Items" sub-menu. Each gem has specific properties. 


(miscell- 
aneous) 


100 each of 64 different 100 each of 256 different 
kinds of item kinds of item 

Keys are the only miscellaneous items that can be used more than once. All others are “spent” after use and 
disappear from your inventory. Keys and sigils cannot be stored in containers. 


(IBM CNTEGOAES 
EPO 


All of the weapons that you discover in the game are composed of the 
blades and grips listed on the following pages. 


| 


El TPE | (RISK) STR INT (AGL 


Ï 


Most of the items in the following tables consist of hagane. Please look Î | 
up the tables "Parameter changes caused by differences in materials” err 
to calculate the figures for other materials. ‚NAM 


Í 
| 
Í 
Í 
Í 


‚ Goblin Club e 

| Spiked Club Hagane | 
| Ball Mace | Hagane | 
Spiked Mace Hagane 
‚ Morning Star Hagane 
War Hammer \ Hagane 
‚ Bec de Corbin | Hagane 
War Maul Hagane 


Battle Knife | Edged | Hagane 

Scramasax | Piercing ‚ Hagane 
Dirk Edged  Hagane 
Throwing Knife | Piercing | Hagane 
Kudi Edged { Hagane | 
‚ Cinquedea Piercing | Hagane 
Kris Piercing | Hagane 
Hatchet | Edged | Hagane 
Khukuri | Edged | Hagane 
Baselard Edged | Hagane 
Stiletto ‚ Edged | Hagane 
Jamadhar | Edged | Hagane 


nn nnn nad 
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‚ Guisarme 

| Large Crescent 

| Sabre Halberd 

‚ Balbriggan 

‚ Double Blade 
Halberd 


NN NN Nm a a 


Spatha Edged / Hagane 
Scimitar | Edged | Hagane 
Rapier Piercing | Hagane 
Short Sword Edged | Hagane 
Firangi Edged | Hagane 
Shamshir Edged | Hagane | 
Falchion Edged | Hagane 
Shotel Edged | Hagane 
Kora ‚ Edged ‘ Hagane 
Khopesh | Edged | Hagane 
Wakizashi - Edged  Hagane 
Rhomphaia Edged | Hagane 


Wizard Staff Hagane 
\ Clergy Rod Hagane 
| Summoner Baton Hagane | 
Shamanic Staff Hagane 
Bishop's Crosier Hagane / 
Sage's Cane Hagane 


Jen ww ww ww ww ww Wijk 
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Langdebeve 
Sabre Mace 
Footman's Mace 
Gloomwing 
Mjolnir 

Griever 
Destroyer 

‚ Hand of Light 


Broad Sword Hagane 

Norse Sword Hagane | 

Katana Hagane 
' Executioner | Hagane 
Claymore Hagane | 
Schiavona 
Bastard Sword 
Nodachi 
Rune Blade 
Holy Win 


Ree. 
_— 0 ON 
nn nn dd 


Spear \ Piercing ‚ Hagane 
Glaive Edged  Hagane 
‚ Scorpion |_Blunt Hagane 
Corcesca { Piercing | Hagane 
\ Trident Piercing ‚ Hagane 
| Awl Pike | Piercing | Hagane 
| Boar Spear \ Piercing | Hagane 
Fauchard | Piercing | Hagane | 
‚ Voulge Edged ‘ Hagane 
| Pole Axe Blunt | Hagane | 
‚ Bardysh 


KARAR) 


NW WINN 
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Hand Axe | Hagane 
Battle Axe | Hagane 
Francisca Hagane 
‚ Tabarzin Hagane 
Chamkag | Hagane 
‚ Tabar | Hagane 
Bullova Hagane 
Crescent | Hagane | 
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Light Crossbow | Piercing | aaan | 9 al Tij |_2 | -2 | | Pelta Shield |__Hagane | 1 6 | -2| Î 

Target Bow | Blunt | Hagane | 9 2 | 19 2-4 Tange Hagane _ 12 i 6 | 2 1 

Windlass | Piercing | Hagane; _ 10 3 | 21/ 2 | -4 | | Quad Shield |_ Hagane {13 | 9 | -2| 1 

Cranequin ‚ Blunt \ Hagane , 10 3 | 23\ 2 | -4 | | (Circle Shield __Hagane _ 14 _9 kee 1 

Lug Crossbow | Piercing | Hagane | 10 | 3 | 25 | 2 | -5 | | Tower Shield |__Hagane {18 | EEE Î 

Siege Bow ‘Blunt | Hagane, ü | 427) 2-5 | Spikeashied Hagane _ 18 13 3 2 

Arbalest [Piercing Hagane| 12 | 4 | 29\ 2 \ -6 | { Round Shield Hagane {20 | 15 | 3 | 2 

EEE RE OO Hagane _21 15 3 2 

\ Casserole Shield |_Hagane | 21/16 | -3| 2 

EAI _ Heater Shield Hagane 24 1B 3 2 
— mT Tr | Ove Shield |_ Hagane | 24 |19 | 3| 2 

NAME Î | Í Knight Shield Hagane AE POEELS 2 
‚ Hoplite Shield Hagane | 27 {26 | 4 | 3 

‚ Jazeraint Shield Hagane 29 25 4 3 

Í | 3 


4} Elephant 


4 Grimoire Grip 
Heavy Grip 


ĳ Czekan Type 


ĳ Framea Pole 
Spiculum Pole 
{ Spiral Pole 

| Winged Pole 
8 Wooden Pole 


ï Javelin Bolt 
| Simple Bolt 
Sonic Bullet 
Ì Steel Bolt 


SME 
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_HOW TO PLAY 
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| NAME MATERIAL __ STR INT AGL 
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adewidt Bandana ce Wlater Meru 0: 
| |-3 | 20 | 20 20 | Bear Mask Leather 29 lo 
| Wizard Hat sLeathef) 5 AU Esito 
Bone Helm Hagane 8 Ie 
Chain Coif____— glmagane ns wd TEAN LZ 
Spangenhelm Hagane 9 Lin Ke: 
Cabasset _ Hagane' 5 40.0) 20702) 
3 Kelk 0 Sallet Hagane _ 1 8 
bd Uk 0 Hagane —_ 12 9 
| 3 123) 0 Hagane _ 13 
W- Ee 0 Arm Hagane 14 
[E52 18 0 Close Helm Hagane 15 
Ed Fi 0 Burgonet enn Hagane _ 16 13 
2 1233 0 Hoplite Helm Hagane 
1 2| 0 Jazeraint Helm ___Hagane_ 
Î 2 0 Hagane 
0 Of 0 7 


BREAST HR 


Jerkin Leather _ 5 10 
| Eed Hauberk Leather 5 15 
| | El. WizardRobe leather 3 25 
f A Cuirass Hagane 13 10 
| EEE AH BandedMail_______Hagane 4 10 2 
| É j Ring Mail Hagane 13 14  -2 
ChainMail_________Hagane 15 14 2 
H Breastplate Hagane 17 


Segmentata _________Hagane 19 5 2 
Scale Armour 


Í Hagane 
1 faflafal am | 2 eeh 
| 0 | 1 5 0 Î 5 | í 10 Fluted Armour — 
EN ZR ES EE | 25 Hoplite Armour lag; 
ossa dazeraint Armour 
1 2 lol Dread Armour 


AAD 


NAME MATERIAL STR INT AGL 


Knuckles 


Chain Sleeve Hagane 0. 8} 2 
ARE 

Vambrace Hagane il 9 4-2 
__Hagane 13 0 2 

Hagane (4k Uik e2 

an 

Hagane lak 1250) <2 

Hoplite Glove Hagane AM Ea 


Dread Glove Hagane Pi5i3 


RELESSH 


NAME 
Agales's Chain nl) 5 - = 
_Agrias's Balm RE - Ee 
Agrippa's Choker De 5 5 c e 
Balam Ring sie 
Beaded Anklett e À se ESO klz 
„Cross Choker is sten bee le) ve Pad Val 
Diadra's Earring - - id . “ 
_Dragonhead aneh Ke re oe Ei) 
\_Edgar's Earrings 5 E 15 II 5 les5 

‚Faufnir'stTear {2 |= E 30 
Ghost Hound z El ie 5E (A) 
Gnome Bracelet ï hi 7 5 5 
Kadesh Ring dl 5 7 5 5 
Lau Fei's Armlet 30 fte 
Lionhead a 5 e 5 e 
Marduk d jk rl 5 5 
Marlene's Ring 25 (SPS 25, 10 25. N25 
Morgan's Nails En ar a A es el AE) 
Nimje Coif 10e doel 20128 
Palolo's Ring E s 5 = 5 
Pushpaka E Cn WES 0 Wo 7 Me 
Rood Necklace 5 Geld ee 
Rune Earrings hd 5 & 10 | 10 
Rusted Nails 1 5 = 5 5 
“Salamander Ring e 8 : 2 5 
S\_SwanSong — 555 |- 

|__Sylphid Ring e 5 5 5 = 
Talian Ring — ne 5 Si 
Tamulis Tongue a el 5 a sl 
\ElitanSRng ss 5 
|_Undine Bracelet - - - - 5 


AA 


iT 


Lbb 


Boots 


Cuisse 


Ring Leggings 


Fusskampf 


Jambeau 


Plate Leggings 


Hoplite Leggings 


Dread Leggings 


5 
5 
5 
ĳ 
bel 


MATERIAL STR INT AGL 
Leather 8 | 0 
Be 

Hagane 9 4 d 
B 

Hagane En PE 
Hagane EAKAES 
a ee 

Hagane 1e MAN AG: 
Hagane 1 B 5) 
__Hagane 20 19 A 
Hagane ziek Wok 4 
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NAME 

Altema 

Angel Pearl 
Arturos 

Balvus 

Basivalen 
Beowulf 

Berial Blackpear| 
Berion 
Brainshield 


Braveheart 


Dao Moonstone 
Dark Queen 


Death Queen 


Demonia 

Djinn Amber 
Dragonite 
Galerian 

Gervin 

Gnome Emerald 
Haeralis 
Hellraiser 


\freet Carnelian 
locus 

Lancer 

Malid Aquamarine 
Manabreaker 


Morlock Jet 
Nightkilter 


Ogmius 
Orion 
Orlandu 
Polaris 
Powerfist 


Salamander Ruby 
Seraphim Diamond 
Sigguld 

Silent Queen 


Speedster 


Sylphid Topaz 
Talos Feldspar 
Tertia 

Titan Malachite 
Trinity 

Undine Jasper 
Vedivier 

White Queen 
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Increases the chance to evade 'INT-down' by 
20%. Must be attached to a shield. 

Agility +5. Increases the success rate of non- 
magical attacks by 20%. Must be attached to : 
weapon. ‚ 


Increases the chance to evade 'Paralysis' by 
20%. Must be attached to a shield. 
Increases the chance to evade 'Poison' by 20%. 
Must be attached to a shield. 


Increases success rate of magic by 20%. Must be 
attached to a weapon vr 


Increases the chance to evade magical attacks by | 
20%. Must be attached to a shield. 


Increases the chance to evade non-magical 
attacks by 20%. Must be attached to a shield. 


Increases the chance to evade 'STR-down' by 
20%. Must be attached to a shield. 


Increases the chance to evade 'Silence' by 20% 

Must be attached to a shield. 1 
Increases the chance to evade 'AGl-down' by 
20%. Must be attached to a shield. 


Increases the chance to evade 'Numbness' by 
20%. Must be attached to a shield. 


IE ITENS 
HEALING ITEMS 


Acolyte's Nostrum Restores 100 HP and MP. 


Grimoire Agilite 


Ashley learns 'Invigorate'. 


Alchemist's Reagent Restores 25 HP and lowers risk by 25. ( Grimoire Ameliorer 


Ashley learns 'Prostasia'. 


el Grimoire Analyse 


Cure Bulb Restores 100 HP. 


Ashley learns 'Analyze'. 
Ashley learns 'Magic Ward!'. 


Ashley learns 'Antidote'. 


Ashley learns 'Avalanche!; use of multiple 
grimoires increases spell level by 1 each. 
Maximum level: 4. 


Ashley learns 'Banish'. 


Ashley learns ‘Aqua Guard’. 


ĳ | Cure Potion Restores all HP. Srimoire Annuler 
A! Cure Root Restores 50 HP. Grimoire Antidote 

| | Cure Tonic Restores 150 HP. Grimoire Avalanche 
Mana Bulb Recharges MP by 50 points. en 
Mana Potion | Fully recharges MP. ANS, Ge 
| MN ekt Rech MP bv 25 point 4 | Grimoire Banish 
í ana Roo echarges y 25 points. IN rinore vaner 
Mana Tonic Recharges MP by 100 points. 


Grimoire Benir 


Ashley learns 'Blessing'. 


Saint's Nostrum Restores all HP and MP. 


Ashley learns ‘Unlock’. 


1 
Sorcerer's Reagent Grimoire Debile 


En 


Restores 50 HP and lowers risk by 50 points. 


Ashley learns 'Degenerate'. 


Ashley learns 'Drain Mind'. 


Vera Bulb Lowers risk by 50 points. Canoe Dennte 
Vera Potion Clears all risk. 


Vera Root 
Vera Tonic 


Lowers risk by 25 points. 
Lowers risk by 75 points. 


Ashley learns 'Explosion'; use of multiple 
grimoires increases spell level by 1 each. 
Maximum level: 4. 


ITEMS THAT CURE STATUS ABNORMALITIES 


Ashley learns 'Tarnish'. 


Grimoire Dissiper 


Ashley learns 'Dispel'. 


Angelic Paean Cures 'Curse'. 


Grimoire Eclairer 


Ashley learns 'Enlighten'. 


Faerie Chortle Cures 'Poison'. 


Wj Grimoire Egout 


Ashley learns 'Drain Heart'. 


Panacea Cures 'Numbness', ‘Poison! and 'Paralysis'. 


| Grimoire Exsorcer 


Ashley learns 'Exorcism'. 


Snowfly Draught Cures all status abnormalities except for 4 
‘Poison’, ‘Curse’, 'Numbness' and 'Paralysis'. [5 
Cures Numbness'. 


| Grimoire Flamme 


Á\ Spiridorison 


Ashley learns 'Flame Sphere’; use of mul- 
tiple grimoires increases spell level by 1 
each. Maximum level: 4. 


f'\ Ygadrasil's Tears Cures 'Paralysis'. 


Grimoire Fleau 


Ashley learns 'Curse'. 


Grimoire Foudre 


Audentia Increases HP by 1 to 4 points. 


Ashley learns 'Thunderburst'; use of mul- 
tiple grimoires increases spell level by 1 
each. Maximum level: 4. 


Elixir of Dragoons 
Elixir of Kings 
Elixir of Mages 
Elixir of Queens 


Increases AGL by 1 to 4 points. 
Increases STR by 1 to 4 points. 
Increases MP by 1 to 4 points. 
Increases HP by 1 to 4 points. 


Grimoire Gaea 


Grimoire Glace 


Ashley learns 'Gaea Strike'; use of multiple 
grimoires increases spell level by 1 each. 
Maximum level: 4. 


Ashley learns ‘Aqua Blast'. 


Elixir of Sages Increases INT by 1 to 4 points. Grimoire Gnome 


Ashley learns 'Soil Fusion’. 


Ashley learns 'Heal'. 


Ashley learns 'Fixate'. 
Ashley learns 'Pyro Guard’. 


Ashley learns 'Fireball'. 


Prudens Increases INT by 1 to 4 points. Grimoire Guerir 
Valens Increases STR by 1 to 4 points. Grimoire Halte 

| Virtus Increases MP by 1 to 4 points. Grimoire Ignifuge 
Volare rimoire Incendie 


Increases AGL by 1 to 4 points. 
e EE 5 rimoire Intensite 


Ashley learns ‘Herakles’. 


o{ Grimoire Lux 


Ashley learns 'Spirit Surge’. 


| Grimore Meteore 


Ashley learns 'Meteor'; use of multiple grim- 
oires increases spell level by 1 each. 
Maximum level: 4. 


Grimoire Mollesse 


Ashley learns ‘Restoration’. 


| Grimoire Muet 


Ashley learns 'Silence'. 


| PRANMETER CANIGES CAUSED B WIEFERENCES Ii 


Se { Grimoire Nuageux 


Ashley learns 'Psychodrain' 


BHEFERILS 


Grimoire Paralysie 


Ashley learns 'Stun Cloud’. 


Grimoire Parebrise 


Ashley learns ‘Aero Guard’. 


Grimoire Patir 


Add the original haga- 


Ashley learns 'Dark Chant’. 


Grimoire Purifier 


Ashley learns 'Clearance'. 


ne figure (in the tables 

bove) to the material PAS 
GELE Leather 
figure in these tables Aransas 
to calculate the new Blf 


Grimoire Radius 


Ashley learns 'Radial Surge'; use of multiple 
grimoires increases spell level by 1 each. 
Maximum level: 4. 


Grimoire Rempart 


Ashley learns ‘Terra Guard’. 


material figure. 


Grimoire Salamandre 


Ashley learns 'Spark Fusion’. 


Grimoire Sylphe 


Ashley learns ‘Luft Fusion’. 


Grimoire Tardif 


Ashley learns 'Retrogress'. 


Grimoire Terre 


Ashley learns ‘Vulcan Lance'. 


Grimoire Teslae 


Ashley learns ‘Lightning Bolt’. 


Grimoire Undine 


Ashley learns 'Frost Fusion'. 


Grimoire Venin 


Ashley learns 'Poison Mist'. 


Grimoire Vie 


Ashley learns 'Surging Balm', 


Grimoire Visible 


Ashley learns 'Eureka'. 


Grimoire Zephyr 


Ashley learns 'Solid Shock'. 


Damascus 


Bronze Key 
Chest Key 
Crimson Key 


Gold Key* Undercity West The Crumbling Market various various 
Iron Key Undercity East Weapons Not Allowed various various 
Platinum Key* Snowfly Forest East Nature ‘s Womb various various 
Silver Key Temple of Kiltia The Chapel of Meschaunce various various 
Steel Key* Forgotten Passage The Fallen Knight various 


Snowfly Forest 
Iron Maiden B1 
Town Centre West 


Hewn rom Nature 
Spanish Tickler 
Tircolas Flow 


* You do not find these keys the first time you play Vagrant Story 
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Town Centre West 


all locked treasure chests 


Rue Vermillion <=>** 
Students of Death 


The Crismson Key can only be used on this door. 


A 
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NAME EEE | 

Acacia Sigil 19-24 | Great Cathedral L1 A Light in the Dark 19-13 | Great Cathedral L2 The Hall of Broken Vows 
Anemone Sigil 23-23 | Iron Maiden B1 Knotting 10-3 [The Keep Urge the Boy On 

Aster Sigil 15-13 | Undercity East Catspaw Blackmarket 17-2 [Limestone Quarry Dream of the Holy Land 
Azalea Sigil 24-9 | Iron Maiden B2 The Shin-Vice 10-5 [The Keep Wiping Blood from Blades 
Calla Sigil 19-13 | Great Cathedral L2 The Hall of Broken Vows 19-26 | Great Cathedral L2 The Heretic’s Story 
Cattleya Sigil 7-10 | Undercity West Fear of the Fall 14-3 [Town Centre East Rue Crimnade 
Chamomile Sigil 1-14 [Wine Cellar The Gallows 1-4 {Wine Cellar Smokebarrel Stair 
Clematis Sigil 7-18 | Undercity West Larder for a Lean Winter 16-4 [City Walls North From Boy to Hero 
Columbine Sigil 23-16 | Iron Maiden B1 Burial 10-2 | The Keep A Storm of Arrows 
Eulelia Sigil 15-3 | Undercity East Bazaar of the Bizzare 17-13 | Limestone Quarry The Dreamers Climb 
Fern Sigil 6-11 | Abandoned Mines BI Coal Mine Storage 6-20 {Abandoned Mines B1 Live Long and Prosper 
Hyacinth Sigil 6-7 | Abandoned Mines Bî The Battles Beginning 6-10 |Abandoned Mines B1 The Earthquakes Mark 
Kalmia Sigil 23-4 | Iron Maiden Bî Starvation 10-2 [The Keep A Storm of Arrows 
Laurel Sigil 19-20 | Great Cathedral L1 Monk’s Leap 19-23 [Great Cathedral L1 The Poisoned Chapel 
Lily Sigil 2-18 | Catacombs The Beasts Domain 2-12 [Catacombs The Withred Spring 
Mandrake Sigil 23-2 | Iron Maiden B1 The Cauldron 11-5 [Town Centre South Rue Aliano 

Marigold Sigif 24-7 {Iron Maiden B2 The Saw 10-4 | The Keep A Taste of the Spoils 
Melissa Sigil 7-12 | Undercity West The Childrens Hideout 17-17 [Limestone Quarry The Labourers Bonfire 
Palm Sigil 19-27 | Great Cathedral LI Hopes of the Idealist 19-28 | Great Cathedral L2 The Melodics of Madness 
Schirra Sigil 24-4 | Iron Maiden B2 Pressing 10-4 [The Keep A Taste of the Spoils 
Stock Sigil 15-9 | Undercity East Sale of the Sword 1-13 | Wine Cellar Blackmarket of Wines 
Tearose Sigil 13-27 | Abandoned Mines B2 Dining in Darkness 23-2 | Iron Maiden B1 The Cauldron 

Tigertail Sigi 25-1 [Iron Maiden B3 The Iron Maiden 10-5 [The Keep Wiping Blood from Blades 
Verbena Sigil 24-2 | Iron Maiden B2 Ordeal By Fire 10-3 [The Keep Urge the Boy On 


MRDING HEB PIECES OF EOOIPMENT 


As with every proper game, items do not simply lie around, waiting _ These do not only require battle prowess or a good nose but they 


to be picked up. Instead, there are four ways of gaining new items. 


TREASURE CHESTS: When you first open a treasure chest all of the items it contains 
are listed. You can choose single items with the directional button and transfer them to your 
inventory by pressing the © button. Alternatively, you can decide to take all of the items 
from the treasure chest. In this case, simply press the @ button. If you remove one or more 
items from a treasure chest and leave the rest of its contents and the treasure chest behind 
you, these items will be lost forever. Treasure chests you have already searched are easily 
recognisable by their open lids. 


also demand handicraft skills. 


HP 250-259 MP 50-50 


He 250r250, GapgeT BÄGTTLE MODE 
RISK ZERO 


WEAPON 
BLADE 


B WW rovariscn ore 
Ô Buckler Man 
} Leather Glove 
Vera Bulb 
Cure Bulb 


INFORMATION 
Class: Weagon 
Bronze Axe & Mace (Edged/One-Handed) 


DEFEATING OPPONENTS: Most of your foes in Vagrant Story carry pieces of equipment 
that they may randomly drop after battle. However, with regular monsters, there is no guaran- 
tee that you will receive a specific item - only a certain likelihood. It is highly probable that you 
will not receive anything after most encounters. Very few monsters always leave treasure 
behind after your victory. The vast majority of bosses do leave treasure after your victory. 
These items, such as grimoires and sigils, are invaluable for supporting you and will enable your 

_ further progress. They are noted throughout the 
walkthrough. 


k Amaai te siert 
Grimoire Guerir 
Grimoire Debite 


on anon 
nseals a door in the Wine Cellar 


ne 


ASSEMBLING WEAPONS: This can only be done in workshops. Here, you can assemble 
blades and grips to forge new weapons. Unlike the combining process, assembling a weapon 
does not change your old components permanently: You can choose to disassemble any weapon 
at any time. Following this, you will have your original blade and grip back for a new attempt. 
There are six workshops in Vagrant Story. The difference between them lies in the materials you 
can process, i.e. combine there (see "Combining weapons” below). 


wing materials may be combined. 
Bronze + 


Catacombs 2-13 Work of Art 


Town Centre West 4-3 Magic Hammer “ 

Keep 10-7 Keane “s Crafts - 

Town Centre East 14-6 Metal Works X 

Town Centre East 14-4 Junction Point v 

Undercity West 7-28 Godhands X 
"y= Can be processed, "-" = cannot he processed 


COMBINING WEAPONS AND ARMOUR: This, too, can only be done in workshops. You 
can combine blades with blades, grips with grips, shields with shields and armour with armour 
to create a new item of its category. Once you have combined items these are altered perman- 
ently and cannot be separated into their original components. Some pieces of equipment can 
only be gained by this process; they are not to be found anywhere in Leá Monde. 


{ Burzonet 
…“ Fluted Armaur 
 Fluted Glove 
Î A 


ors/ear | 

DEFENCE/STR 16 127 

DEFENCE/INT 13 129 Ij 
-3 106 


Press OK) when setup is finished 


At some point in your adventure you will be sure to find that an ‘after claiming an item from it the remaining treasure in the chest is 
inventory slot is full and you cannot claim new items of this categ- invariably lost. Make sure not to claim any items from a treasure 
ory. Do not despair: There are other ways of storing your newly found chest before applying the following strategies. 


treasure. Always remember, however, that once you close a chest 


STORE EXCESS ITEMS IN CONTAINERS: Admittedly, it's a little late when you are 
already standing in front of glittering new treasure. This tip is meant as a precautionary meas- 
ure that you should take from time to time. Whenever you find a container, browse through your 
inventory and consider which items you should place in storage. For example, there is little point 


GADGETBAG 
6 a 


1 16 & 
sl va GRIP 
SHIELD 
ARMOUR 
Gem 
MISC 


in lugging loads of spare armour around as you can only equip one piece on each body part. 


Find out which pieces offer the best protection and are best suited for your purposes. Equip 
these and store the other pieces of armour in a container. This category fills quickly and is hard 
to empty, as you find many accessories that help you against a varied array of opponents. Keep 
as many of these in your inventory as possible, leaving some slots free for new equipment, and 
look up the walkthrough for an indication of what accessories you might not need before finding 
the next container. 


Save your game to a Memory Card before closing the container. If you exit the container menu 
by mistake, your transactions are void and you need to open the container again to store any 
items. This save game will be your current one. If Ashley loses his life you will be able to con- 
tinue the adventure from this point. 


_ WGRAN STORT 


DISASSEMBLE WEAPONS: If you receive a new weapon but have no slot free in your inventory, 
simply disassemble your latest find. Both blade and grip will be inserted into separate slots (ie. in their 
respective category). Since you can carry many more blades and grips than complete weapons this is 
the simplest solution. Of course, you can always choose to disassemble weapons that have been in your 
possession for a while. You might want to write down which components a weapon consists of before 
disassembling it. This allows you to reassemble this very weapon at a later point. 


USE UP ITEMS: Should all of your slots for miscellaneous items be full (which, admittedly, is highly 
unlikely), view the category to see which items you can "spend. If, for example, you have grimoires or 
items that permanently enhance your parameters, use them to make room for new ones. Tip: Save your 
game before using a parameter-boosting item and reload this save game if you do not receive the max- 
imum +4 points of the attribute in question. Keep trying until you are accorded +4 points, and then save 
the game once more. 


Ee 


vimanseors En LINK PIECES OF EQUIPMENT: You can combine certain pieces of equipment in workshops to cre- 
á ate free space in your inventory. This is valid for blades, shields and armour other than accessories. 
Should you ever have too many gems, attach them to weapons and shields to free a number of gem slots 
tenvsmRER in your inventory. 


v 3e 


DISCARD EXCESS ITEMS: All pieces of equipment with the exception of keys and sigils can be dis- 
carded at any time. Since they are permanently lost, you should think twice before discarding an item. 
Ridding oneself of inferior weapons and armour may not require too much consideration. However, try out 
grimoires that contain magic you already know: Some spells can reach higher levels. For example, if you 
have learned ‘Flame Sphere’ and receive a second Grimoire Flamme, use it to gain ‘Flame Sphere Lv.2', a 
more powerful version of this spell. 


blititbite PIECES OF BEEP IEI 


Most items have various parameters expressed in figures. These _alterations. This is important for the game play of Vagrant Story. 
figures usually show the power of the item or its affinity to an You can follow the changes in your equipment by choosing 
opponent. They can change after battle. Accessories are the only "Weapon Status” and "Armour Status” in the “Options” sub-menu. 
“equipable” items that always keep their original parameters. The affected parameters of a weapon are preserved even if you 
Blades, grips, shields and the other kinds of armour are subjectto _disassemble it. 


KE INEK, ME 272 
RISK ZERO 


weromnanon 
Display weapon status changes. 


arm as pannes 


ster - belongs to one of six “classes: Human, Beast, Undead, 

Phantom, Dragon or Evil. They are listed in the "Monsters" 

chapter. A class parameter shows how strong your equip- 

ment is against creatures of this class. For example, a weap- | I ( Î fl N 5 | I k L Ì Ô N p fi Î Î Il ik Ï b Í N 
on with “Dragon 24” will be stronger against creatures of {GLASS PARAMETER | CHANGES AFFECTING THESE CLASS PARAMETERS WHEN 
this class than a weapon with "Dragon 13”. Class parameters | INCREASES THE CLASS PARAMETER IN THE LEFT COLUMN INCREASES 
randomly increase by 1 point when you 

a) Attack with a weapon or a Break Art or HUMAN BEAST ‘ UNDEAD « PHANTOM DRAGON EVIL 
b) Are attacked. ral d ® À 4 £ % 
When you attack, the class parameter of your equipped BEAST 5 5 k X 

weapon will increase. When you are attacked in Battle ‚UNDEAD : E = Á k 

Mode, your equipped shield and the armour equipped for PHANTOM 5 5 fi 5 x x 
the targeted part of your body will be affected. DRAGON x en 5 p 5 x 
Whenever a class parameter increases, the parameter for the EVIL x X 5 5 E 2 
opposite class can randomly decrease by the same value. The — 

following table shows which classes’ parameters are linkedin _"X" = this parameter can decrease when the class parameter in the left column increases 
opposition. For example, when the “Human” parameter "-"= No effect 
increases, those for "Beast" and Undead” may drop. In the 

walkthrough you will find class parmele also referred to 

as "affinities”. — E Ë 


UICAENSE Of EERS 


There are seven affinities in the world of Valendia: Physical, Air, Fire, your opponent's affinities and weaknesses. The following tables 
Earth, Water, Light and Dark. They enable you to deal greater dam- __show what makes the affinities of your equipped items rise or drop. 
age to your opponents and to protect yourself against their attacks Changes in affinity are always by 1 point. 

to a certain degree. Choose your weapon and shield according to 


DECHERSE OF APEUETIES 


CONDITION AFFECTED ITEMS WHICH AFFINITY GROWS? 
You attack with your weapon or use a Break Art _Equipped weapon Opposite affinity* For example, if Ashley attacks a 
fire creature, his weapon's water affinity will increase 
You cast a 'Fusion' spell Equipped weapon Affinity of this spell 
You are attacked Equipped shield / armour of the targeted body Affinity of the attack For example, if a fire creature 
part (in Battle Mode only) attacks Ashley, his armour’s fire affinity will increase 


Equipped shield / pieces of armour Light affinity 
(in Battle Mode only) 


* The dummy is the only physical opponent against which the physical affinity increases. 
DECRERSE OF AEFDETIES 


__{THIS AFFINITY THESE AFFINITIES CAN DECREASE WHEN THE AFFINITY IN 


You recover HP by casting the 'Heal' spell 


INCREASES THE LEFT-HAND COLUMN INCREASES 
PHYSICAL: AIR FIRE EARTH | WATER | LIGHT DARK 
\PHYSICAL a x Xx Xx Xx Xx X 
AR X X 5 5 5 SPASSENBLE 
FIRE X X - - dr 2 PE, Goblin Club 
EARTH Xx Xx es Pae Gria 
WATER x - Xx - - - - acasrane ik 
LICHT x : : : ; 5 x raand 
DARK X E 5 Di = X = DRAGONDIOE % mange ong/eap 


EvIUT=4 1 
ATTACKÍSTR E] 
ATTACK/INT 1 


AGILITY =5 


ROOEMBENG WERPIS 0 en tn 1 


Creating new weapons is an important element of Vagrant Story. You can assemble blades and grips into weap- 
ons in workshops. Disassembling weapons is far easier - this can be done anywhere at any time. Take the type 
of grip and blade into account when assembling a weapon, as only certain types can be merged to form a weap- 
on. bat example, a hae blade cannot be assembled with a crossbow grip. 

find out the results to expect, simply study the HN three ee Then examine ne parson 

your items to see whether it is worth assembling them. 

L of blade and El areaddedup; 
jpe, risk and range are only determined by the blade and wil not changes 


road Sword 

} Goblin Club 
° Gastraoh Bow 
Ke 


tirely new ones is a form of art. Some might even venture to call it a scientific discipline … Ma ze 


If assembling blades and grips into new weapons is Stesa combining items to forge en- B ocssr = 4 
Seeing that some opponents can barely be scratched with regular weapons, it is well worth DRAGON*TS B se 


familiarising yourself with this branch of "science". Spend time in a workshop and pump those evisze 1 / mrmacK SK 
bellows and hammer away at the anvil … with imagination (and a little help from our tables) ATTACK/INT 
you are royally rewarded: Some new items are quite useful indeed. EEN Re 


PROPERTIES OF MEU WERPOS, OMELDS HED AHA 


To avoid losing potentially valuable equipment you will want to know 2) The new DP figure is the average between the two previous max- 

_ the parameters of your newly combined item beforehand. Taking the __imum DP figures but will always be rounded off. An example: A Round 

following aspects into consideration will help: Shield with 110*110 DP is combined with a Round Shield that has 
1*280 DP. This results in a Round Shield with 195*195 DP ((110 + 280) 

1) STR, INT, AGL, range, risk, type, numbers of gems that can be :2 =195). 

attached depend on your new creation. Please look up the tables 

<_ for all details. 


__3) The new PP figure is averaged from the previous PP figures, the 


Gi 


mined by the following conditions: 


| Piercing Í 38 | 14 


current figure being calculated as well as the maximum figure. An 
example: A Round Shield with 15*100 PP is combined with a Round 
Shield with 35*50 PP. You will obtain a Round Shield of 25*75 PP 
((15 + 35) : 2 = 25 and (100 + 50) : 2 = 75). This means that the PP 
will decrease with repeated combinations. 


FACTOR X: 


The X factor for calculating the resulting class parameters and affinities is deter- 


‚The highest figures of both com- | … The same class / affinity 
|ponents belong to … | _… Independent classes / affinities 


|_… Opposite classes / affinities 


RELATIONSHIP BETWEEN CLASS PARAMETERS: 

The arrows indicate which class parameters are opposed. For 
example, Human and Beast are opposites while Evil and Undead 
are totally independent of one another. 


RELATIONSHIP BETWEEN AFFINITIES: 
The © symbol indicates opposite affinities. For example, Air and 
Earth are opposite affinities, while Fire and Dark are completely 
independent of one another. 
Air <> Earth 
Fire <> Water 
Light <> Dark 


55 is the highest figure, -20 the lowest. Subsequently, 
these two figures will be maintained for the cor- LAFFINITY 
responding affinities (Physical, Air and Fire) of the 

resulting item. In this example, both shields are made [ Physical 
of the same material and the highest figure of bothis | … 

the Physical affinity (55 and 40). Hence, the following Fire 


applies: 

‚ Earth 
Water 
Light 
Dark 


5) The figures of weapon types can be calculated 


(Sum of the type figures of both components) mul- 


zi EE _[__ identical different | 
tiplied by (Y) = resulting figure ____(The highest type figuresof _ | … identical 0.8 Ge | 
Again, the resulting figure is rounded to obtain à_\tne two components are different Dé ams 


natural number without decimal digits. Two aspects 
determine the Y factor: 


8 EXAMPLE: HOW TO CALCULATE NEW WEAPON TYPES 


_ ROUND SHIELD (HAGANE) ROUND SHIELD (HAGANE) ROUND SHIELD (HAGANE) highest type figures are not. (Component A has blunt 


_TPE_____{COMPONENTA ____ COMPONENTB ___{RESUT 
| Blunt | 40 18 | 
Edged 0 40 


EXAMPLE: HOW TO CALCULATE NEW CLASS PARAMETERS 
AND AFFINITIES* 


FACTOR Y: En 
with much the same equations as those for affinity. the y factor used for calculating the new weapon type is ‚THE COMPONENTS CONSIST OF … 
Use the following procedure: determined by the following conditions: : | MATERIALS 


a Hence, the X factor in this case is 0.6, leading to the 
24 following results for the weapon type figures: 
aan Blunt: (40 +18) «0.6 = 34,8, rounded to 34 


4) Class parameters and affinities are more complicated to cal- 
culate since the highest and the lowest figures will be preserved 
in your new item. You can obtain the other figures by using the 
following equation: 

(Sum of the figures of both components) multiplied by (X) = new 
figure 

The new figure is rounded off for easier use. The X factor varies and 
depends on the following aspects: 


THE COMPONENTS CONSIST OF … MATERIALS 
identical 


PHANTOM 


{ COMPONENT A | COMPONENT B RESULT 
© ROUND SHIELD (HAGANE) ROUND SHIELD ane) ROUND SHIELD (HAGANE) 
55 | 40 | 55 
0 | -20 | -20 
| 8 | -20 -20 
B 20 9 
0 


The materials of the components are identical but the 


as its highest type while component B has edged). 


Edged: (0 + 40) x 0.6 = 24 
Piercing: (38 + 14) x 0.6 = 31.2, rounded to 31 


EBITIS OE ALE 


With what you have learned so far you can determine the kind and 
the parameters of your combined equipment but you still do not 
know exactly which item your experiment will lead to. To overcome 
this last bit of insecurity, we have included tables that list all pos- 
sible combinations of your equipment. You will find them clearly 
arranged and quite easy to use. 

Occasionally, the order in which you combine two pieces can make a 
difference to the resulting item. These special cases are marked with 
an asterisk (**) and listed next to the tables. The figures you will 


PIEL 


E50 EPE 


If, for example, you combine the dagger Battle Knife (no. 1) with a 
Dirk (no. 3) in the “Combining blades“ table, you will obtain a 
Throwing Knife (no. 4) as a result. The colours represent the item 
categories (e.g. dagger, sword etc). 

You might wonder about the empty cells in the tables. These appear 
whenever the best item of its category is combined with a weaker 
one. As this would always lead to an inferior item (compared to the 
best possible one you started out with) and is undesirable, this point- 
less combination was "edited out of the tables. It is not worth a 


…_find in the tables are those of the respective items of this category second thought. 
of equipment. These figures are assigned to items at the left side and 
ie foot oP tie VaDIES, AN EXAMPLE: Combining the hagane sword Rapier 
with the iron Heavy Mace Destroyer results in the iron sword 
Gloomwing. You can read the name of the new blade in the table 
“Combining blades”, while the name of the material obtained 
can be found in the table “Combining blade materials”. So, in 
CHER BEE BETERILS order to find out the result of a combination (kind of item and 
material) you will always need to look up two tables. 
aA | 
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Annotations: 

*1 A first results in 13, B first results in 16 
*2 A first results in 16, B first results in 13 
*3 A first results in 69, B first results in 68 
*4 A first results in 61, B first results in 60 
*5 A first results in 55, B first results in 59 
*6 A first results in 55, B first results in 59 
“7 A first results in 67, B first results in 29 
*8 A first results in 26, B first results in 29 
*Q A first results in 72, B first results in 71 
“10 A first results in 73, B first results in 71 
“11 A first results in 74, B first results in 71 
“12 A first results in 73, B first results in 72 
13 A first results in 75, B first results in 71 
“14 A first results in 74, B first results in 72 
“15 A first results in 76, B first results in 71 


“16 A first results in 75, B first results in 72 
“17 A first results in 74, B first results in 73 
“18 A first results in 77, B first results in 71 
19 A first results in 76, B first results in 72 
“20 A first results in 75, B first results in 73 
*21 A first results in 75, B first results in 74 
*22 A first results in 78, B first results in 71 
*23 A first results in 77, B first results in 72 
*24 A first results in 76, B first results in 73 
“25 A first results in 75, B first results in 74 
“26 A first results in 71, B first results in 83 
*27 A first results in 3, B first results in 13 
*28 A first results in 85, B first results in 83 
*29 A first results in 85, B first results in 83 
*30 A first results in 85, B first results in 83 
*31 A first results in 85, B first results in 83 
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KNIGHT SHIELD 


© [oo 


=) 


HOPLITE SHIELD 


vo [Po |— [B [O [1 | — [OO [et [UT 


B 


oo [ro [— |oo [so [oo |— [so oo jon 
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hid band 


foo [no |— 


BRONZE 3 
IRON 4 
HAGANE 5 
SILVER 6 
DAMASCUS 7 


LB 


IEPER TA TER 


EE mn zn 


Annotations: 

*1 A first results in 3, B first results in 4 
*2 A first results in 3, B first results in 4 
*3 A first results in 3, B first results in 4 
*4 A first results in 4, B first results in 3 
*5 A first results in 3, B first results in 4 
*6 A first results in 3, B first results in 4 | 
*7 A first results in 4, B first results in 3 í di 
*8 A first results in 4, B first results in 3 oh 
*9 A first results in 3, B first results in 4 L 
*10 A first results in 4, B first results in 3 

“11 A first results in 4, B first results in 3 Ô 
“12 A first results in 4, B first results in 3 

*13 A first results in 3, B first results in 5 


ROT -ARON2EL ENTER) clb 


#14 A first results in 3, B first results in 7 gi a 
HELM Ee 3 *15 A first results in 7, B first results in 3 zl Ù 
BREAST ARMOUR ERE *16 A first results in 7, B first results in 6 k 
GLOVE [3 E IE *17 A first results in 6, B first results in 7 , 
LEGGINGS Jar Ë *18 A first results in 5, B first results in 4 
HELM 444 [4 pb 1 |*2|*3 P5 {4 
BREAST ARMOUR 4lalalafsal5]s5|*6| 4 P5 3 4J4| 
GLOVE 4444 |*T|*8|5 “94453444 
LEG REENER LAER EENES ERENENE 
= Tr a REE EN 5 | 5 4|4|4 [5 
BREAST R 5551555 BAB RBD 4 | 4 E55 
ce [5[sls|s{felsin33fs|s|s|3fs|5|5|4|5 55 
Nei 5 __[5[5j5l5|5|s|sls5fs|s|s|5{5|5|5|[5|5|5|55 
Ee HEIM 616166 [5 |M4 “55 ERERSENENKEN ES EEE 
__BREASTARMOUR _{6/6/6/6}6|5 6 [5 Slalaf6l4lsj5j6l6 
DE grove [6/6/6\6}6|6\5 el6lsi3lelelsjalel6ls|5j6l6|6 
_____preemes ló6l6ló6lól6l6l6ls5|6l6)6l5j6|6|6|5|6lM6|6 MT|6|6|6|6| 
HELM (AE RNAESE) 5 313|4|4l4l4l5 55 |5|5|6|6|6 |T 
BREAST ARMOUR TETE 15 1I5lalalzistsls|z|5le)6 |d| 7 
5 GLOVE. rde riten 6 EAT B EAKUKN SEAN LARA EEEN LAA 
ASANA ASOR KAATE KARAEAEN LAKSRAEN KARSRAENKSKAKAK F5 
E Ë er ú 5 8 
5 ij ï 
PSSSESSDEESDEEITEESTRESGEESES | 
OL IL IN VD AL DODE SINE, 
& & S & © © & 
© ® € ® 8 8 ® 


ed WOOD Ve LENRIER | 9. BRONZE |< IROT yo AGAIE) 0. SEE 9. BHIHISCUS 


CtirbitG PIECES OP AHO 


BANDANA 1 [1 
== BONE HEIM 2 |2|2 
id WIZARD HAT 31 3/33 
AB BEAR MASK 4 [4|2|3|4 
zz cuancor 5{3|3|6l6|5 
SPANGENKEIM 6|3|3l6|7|7|6 
caBasser 7|3\6l5|3|7|8|7 
sar 3[5|5|7|6|3|elele| 
gargur 9{6l3l3l5jol3|o jolo 
BASINET 10| 75 {7 |6|3|6|10 9 | 1 10 
armer ul8l6|s|7i7je le iol3 zin 
CLOSEREIM 12| 9 7 ie la {stole le lu 1322 
BURGONET 13liolel7iel6|5|e|3| no lz2 in 
HOPLITERELM 14f 11 {9 |8liol7 | 650 | 3 |z| 8 |13 (2 15 
| JAZERAINT HELM 15 
DREAD HELM 16 
WIZARD ROBE 17}17 [2 \3l17l3l3l3l5lel7|elo holm 17 
an JERKIN 18f1 |2[3lal3l3l3lslel7|els holm 17 18 
HauBERK 19f19l2{3lal3{3l3ls|lel7|elo lon 17 49 [19 
== Cuirass 20}20|20ls2l20l3|3\3|5|el7|e| oon 20 20 20 |20! 
zz RINGMAIL 21}22l22l22l2eleijsals|s|s|6|7|e|9 [io zalze|ze| 21 | 21 
S= BANDED Mail 22|22|22l22l22|53l3|3 ls |el7|e|o io (1 22|2el22fe1|23|22 
ee CHAIN MAIL 23 [22l22|22|22l2il23lssle \elelel7|elo z2|24|25 [ze | 24 |23|23 
BREASTPLATE 23 SEAFAEAEAS 22l22|22|25|22|24l25 | 24 
en SEGMENTATA sle lelelels 22 |a1|z2|22|22|23|26 |26 |25 
e= SCALE ARMOUR miss|olg|g lo 21|23|21|23| 24 [2222 | 27 |27 
s= BRIGANDINE 26 |*2 [59 [10 |10 |o 21|24l23|24 | 21 |23| 26 |28 (25 
iS PLATE MAIL 26 | 27 [*3 60 | | 23|25|24| 21 |25|22|22|26 | 27 
== FLUTED ARMOUR 26 | 27 | 2e |*4 | 61 |12 2al26 [25123 [26 | 21 | 26 |28 | 22 
==) HOPLITE ARMOUR 26 | 27 | 28 [29 |*5 |62 25 |27|26|24 | 21 [23 | 24 |29 |28 
JAZERAINT ARMOUR 
DREAD ARMOUR 
TEN BANDAGE 61789 Ho 17. [18 |19 [20 [22 | 22 [22 [22] 21 
=> LEATHER GLOVE 67 [e|9 lon 17 |34 [34 |20 |22 |z2|2z|ze | 21 
REINFORCED GLOVE 617 [89 lo 35135135 |20|22|22|22|22| 21 
nd KNUCKLES 67 |e|9 on 36136136 | 3 |22|22| 22 |22 | 21 
. RING SLEEVE 5l6l7|e lo ho 36136136136 | 21 | 5 | 21 | 21 | 1 
ep CHAIN SLEEVE 6l6l6|7|e lo 36 |36|36|36 | 6 |36|23|23 | 23 
GAUNTLET ARAS EREA 36136 |36|36|37|36| 7 | 24 | 24 
VAMBRACE slelele lele 37137137 (37 [3737 \38| 8 |25 
PLATE GLOVE 259 lolo|o|o 38 |38|38|38 | 37/38/38 |39| 9 
RONDANCHE 41 | 26 | 10 10 [10 |10 39 |39|39 [39 | 38 [39/38 | 39 |40 
5 TILT GLOVE an |az|27 [u [u [nt 40 |40 [40 |40 (39 | 40 | 38 [39 | 40 
= FREITURNIER 41 |a2 [43 | 28 [12 |12 41 | 41 [at | 41 (40 | 41|39|39 [40 | 
FLUTED GLOVE a5|42|42|42|42| 41 |40|39 [40 | 41 | 42 [43 | aa | 20 (13 a2|az|az|az | ai [42 {40 |39 [40 
HOPLITE GLOVE 46 |43|43|43|43 [42 | 41 |40 [40 | 41 |42 | 43 | 44 [45 |30 43 |43|43|43|42|43| 41 |40 |40 
JAZERAINT GLOVE 47 | 
DREAD GLOVE 48 
SANDALS agf4ol213l4l3l3l3l5lel7|el9 olm 17 [18 [19 [20 [ze [2222 |z2| 21 
Boors sof5ol2|3i50ol3l3l3l5|6l7|el9 jon 17 |50 [so |20|z22|22|22|ze| 21 
LONG BOOTS 51|5i|5il3lsil3l3l3ls|el7|elo 10m 51 [5151 |20|22|z22le2|2e| 21 
cuissE 52|52|52/36|52|3|3|3|5|6|7 iel 10 | s2|52|s2l36|22|22|22|22| 21 
LIGHT GREAVE 53|52[52|52|s2{37)5|5|5|5 mizie|o jol s2|52is2l52|21|37| 21 | 21 | 21 
RING LEGGINGS 54f52|52|52|52|53|38l6|6l6|6l6 13l8 9 s2|52|s2|s2|38|52|23|23|23 
CHAIN LEGGINGS 55 [52{52|52l52i53l5al3ol7\7i7|7|\7i7 8 s2i52|s2|52|53\52|30|24 | 24 
FUSSKAMPE 56 |53|53|53|53|53|54\55|40le|elelelele 53|53|53|53|53|53|54|40 | 25 
POLEYN 57|54\54|54l54l53|54l55|56lat\o|ololg|o 5al54l54|54|53|54l54|55 | 41 
JAmBEAU 58 [55|55|55|55|54|54|55|56 |57 |42 | 10 |10 {10 10 55|55|55|55|54\55|54|55 56 
MISSAGLIA 59 [56/56/56 \56|55|54l55|56|57|58 {43 1 | 1 | 1 56 |56|56|56|55|56|54|55 |56 
PLATE LEGGINGS 60 |57|57|57|57|56|55\55|56|57 |58 | 59 |44 (12 |12 57157 |57|57|56\57|14|55 (56 
FLUTED LEGGINGS 61|58|58|58 (5857/5655 |56|57 58 | 5960 (45 (13 5e [58 |58 [58 m6) 587 | 55 |56 
HOPLITE LEGGINGS 62/59 [59 |59 (59 [58 |57|56|56 |57 [58 |59 60 | 61 |46 59 [59 | 59 |59 [stg “19|*20/*21| 56 
JAZERAINT LEGGINGS 63 
DREAD LEGGINGS 


Annotations: 

“1 A first results in 26, B first results in 26 
*2 A first results in 27, B first results in 26 
*3 A first results in 28, B first results in 27 
*4 A first results in 29, B first results in 28 
*5 A first results in 30, B first results in 29 
*6 A first results in 37, B first results in 23 
*7 A first results in 37, B first results in 23 
*8 A first results in 37, B first results in 23 
*Q A first results in 37, B first results in 23 
*10 A first results in 38, B first results in39 
“11 A first results in 5, B first results in 6 
“12 A first results in 5, B first results in 7 
*13 A first results in 6, B first results in 7 
*14 A first results in 54, B first results in 55 
*15 A first results in 54, B first results in 55 
*16 A first results in 56, B first results in 57 
*17 A first results in 55, B first results in 56 
*18 A first results in 57, B first results in 58 
*19 A first results in 58, B first results in 59 
“20 A first results in 56, B first results in 57 
*21 A first results in 55, B first results in 56 


_HOW TO PLAY 
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23|23|23|24|25 36 
24 | 24 | 24 | 24 | 24 38 
2525/25 |25|25 37 
26 | 26 | 26 | 26 | 26 38 

21 |21 | 27 |27 39 
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__|atla2li2 {29 [29 Al 
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LEGEIIGS 


Mo ERO 


I U away! bel ks kuow Ad sprererl Foa oM Ik Find 


il every lig Enk your Toe) 


HIS OF MONSTENS AED THEM CERRACTERISTIES 


‚ All monsters are classified according to their biological characteristics. Each monster belongs to one 

*{__of six classes; its class figure determines the creature’s strength against other kinds of monsters. To 

+ find out a creature's class or species when you first come upon it, press the © button. This opens 
@ the targeting sphere, with the species displayed at the bottom of the screen. 


— Human Examples: Crimson Blade, Goblin and Orc. 
Beast: Examples: Minotaur, Bat and Basilisk. 


URE Examples: Zombie, Skeleton and Ghast. 


Phantom: Examples: Fire Elemental, Ghost and Wraith. 


N ee Examples: Dragon, Wyvern and Lizardman. 


(Evil: Examples: Durahan, Gremlin and Lich. 


EEEN DOES Ht MOHISTER AIT TRGh? 


CHOOSING AN ATTACK: A speech bubble is displayed and the monster |: 
… turns a blinking red - this means the opponent is determining its type of f: 
attack and will begin to move accordingly. 


inits range the ern em bubble ill increase. The k 


i gren | aPheared 8 


En ä EE 
< ABOUT TO ATTACK“ The RE is, fak atta 
Pd 


_ bol appears ín the saas bubble, ” 
waht 


- If Ashley is still within range, the! 
= If Ashley has moved out of the m 
symbol will disappear … i 


| y,the 
of this only lies at around 10% and cannot be influenced by you. Some rare, stronger baie only have 
3% chance of being left behind. However, most boss monsters will drop treasure with a 100% probab- 
ility, ensuring that you receive certain keys or grimoires. 

Most creatures Ashley defeats are entered in the Encyclopaedia. You can open this informative opt 
on after choosing Score in the menu screen. Note that monsters defeated by pafsenlag as well a 
some bosses are not listed in the Encyclopaedi Some hu ents will 

on as they are identical with the basic Cri 


(ad arleb alb hnantande en bedden beentersenen 


Name of monster Sometimes, there are two versions of a mon- Further statistics of the monster (HP — Hit Points, 
8 ster: a normal and a boss version. Other nor- MP — Magic Points, STR — Strength, INT — 
= A Intelligence, AGL — Agility) 


(normal/boss) 


Lik 


variations. “Type A/Type B” indicates this. 


SPECIAL ATTACKS TYPE OF 
Aqua Blast, Avalanche, Drain (Uest\418 5 À 3 5 e E 

en so Mind, Recharge 25 MP, NORMAÀ 120 18 18 112 Affinity this creature is particularly 
Recharge 100 MP BOSS 400 110 142 130 120 well protected against. Use this 


0 Ed 
u5/200 _ BRESISJANT AGAINST THE FOLLOWING AFFINITY: Water affinity for defence, not for 

En WÉRK AGAINST THE FOLLOWING AFFINITIES: Fire —__)_ attacking (normal/boss) 

Affinity this creature is particularly 
Fusion’ on your equipped wfapon and use your Defence Ability ‘Reflect Magic’ to deal more damage. vulnerable to. Your weapon should 


be as strong as possible in this 
affinity (normal/boss) 


The colour indicates the class 
the monster belongs to 


Type of weapon this creature is vul- 
nerable against. Your weapon should 
have as a high a figure as possible 

for this type (normal/boss) 
SPECIAL ATTACKS: 


Lightning Bolt, Bed 


Thunderburst, Drain mind, __ NORMAL 230 120 134 118 12 
iifzrnn becnerge 25 MP BOSS 380 160 138 126 116 


List of Special Attacks including 
spells and item effects 


Here, you will find indications of 
the creature’s behaviour as well 
as battle strategies 


f 
rd 


R. Arm 115/190 ms 
L. Arm 115/190 RESISTANT AGAINST THE FOLLOWING AFFINITY: Air, Fire 
„Body 173/285 : 
L Legs 138/228 WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
De WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| Û N Ik Î | Ï | | | : Air Elementals are well protected against air and fire, making earth attacks the only effect- 
ive ones against these apparitions. Enhance the earth affinity of your weapon by attaching the respective gems 
and casting ‘Soil Fusion’. Your Defence Ability ‘Windbreak' will help reduce the strength of the elemental's air 
ipdettacks. 


S IAL ATTACKS: 
Divine breath, Tail attack 


TYPE OF 
OPPONENT 


BOSS 190 0 156 141 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 

EEn 264 WEAK AGAINST THE FOLLOWING AFFINITIES: Dark 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 

HES Ik Î | P Î | { ÏÌ : The most intelligent of all dragons but one of the most evil. Indeed, its ‘Divine Breath’ 


attack can reduce your HP to O with one blow, so run for cover under the dragon's mighty rump and direct edged 
attacks against its head. 


Surging Balm, Retrogress, 


Caesar’s Thrust, Titan's Mace, P 
Heaven's Tear, Raven Eye, NORMAL 999 999 221 19 


Judgement 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


Ear n / WEAK AGAINST THE FOLLOWING AFFINITIES: See description 
Legs 25005 WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


Í Î $ í Á | PF | Î Ï : As is to be supposed with this relative of Kalis and Ravana's, Asura's body parts are weak 
against different affinities. Upper Right Arm: AlR, Lower Right Arm: FIRE, Upper Left Arm: EARTH, Lower Left Arm: 
WATER, Head: DARK, Legs: LIGHT. Cast ‘Dispel’ on Asura to neutralise her ‘Surging Balm’. Then attack immediat- 
ely: As a rule, Asura will react by casting ‘Surging Balm' again rather than launch one of her heavy attacks. 


SPECIAL ATTACKS: TYPE OF 
Acid breath OPPONENT __HP MP__STR INT _AGL 
NORMAL 120 0 125 105 105 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


ĳ Ë N í Î | Pr | {| Ì : An agile, weasel or lizard-like earth-dweller whose ‘Acid Breath’ harms several body parts 
with one attack. Keep an eye on your HP and defeat the Basilisk quickly, using a piercing weapon with high air 
affinity. 


SPECIAL ATTACKS: TYPE OF 
7 OPPONENT __HP MP __STR INT _ AGL 
NORMAL 40 0 97 65 90 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 


WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


| | N { Á | PT | Il : Magic has turned the Bats of the Wine Cellar into vicious little monsters. As they usually 

swoop down on you from dark corners, either adjust the camera angle to keep a clear view of your surroundings Ì 
or watch for the circular shadow that the Bats throw before descending. As these beasts have very few HP you Î 
should be able to fell them with a single blow. 


SPECIAL ATTACKS: TYPE OF 
ej OPPONENT __HP___MP___STR INT AGL 
BOSS 190 55 114 101 98 
RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 


WEAK AGAINST THE FOLLOWING AFFINITIES: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


HE $ { Î | PT Í| i : Bejart is one of the knights who investigate in Town Centre West. He was admitted to 
Duane's unit due to his fighting prowess. You can prevent him from attacking by using your Chain Ability ‘Paralysis 
Pulse’ and by depleting the HP of his arms. 


TYPE OF 


OPPONENT __ HP 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í E N { Á | PT Í I : A stronger kind of Lizardman, this scaly fellow is better protected than its cousin. Blood 
Lizards have high water affinity and are strong against blunt weapons but are weak against air and piercing 
attacks. Cast ‘Luft Fusion’ to enhance your weapon's power against this agile creature. Target the legs, the most 
vulnerable of the Blood Lizard's body parts. 


SPECIAL ATTACKS: 


TYPE OF 


Lightning bolt, Fireball, Vuican OPPONENT 

lance, Aqua blast, Heal, s 

Restoration, Herakles, Prostasia, 1 152 20 9% 72 103 
HP & Risk +25, Cure-all, Cure Curse, 

Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY *1): Physical Ee 
WEAK AGAINST THE FOLLOWING AFFINITIES *2): - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE *3): Edged 


1 Ë { 8 Í P F | { IE : The stronger the knight, the weightier his duties. Although most Crimson Blades look alike, 
there are, in fact, 11 different kinds of them with varying strengths and preses The ‘Analyze’ spell is the ok 
means of detecting which type of Crimson Blade you are facing 


HERE IS A EIST OP HEE TIPES OF CRIMSOIE BERDES: 


TYPE ne) 

1__ Physical : } 152 20 9% 12 103 76 16 51 
2__Physical Physical Blunt 148 25 93 81 CEL 14 49 
3 _ Water Physical Edged ___185 60 112 98 100 93 3 62 
4__Light Physical _ Piercing 192 63 113 99 99 9% 9% 64 
5_Water Physical Blunt 181 _ 64 110 102 97 94 94 62 
6 Water Physical Piercing 190 72 114 105 105 95 95 63 
1__Air Physical EERE 194 62 115 106 102 97 97 65 
8 Light Physical Blunt 193 80 118 110 106 101 101 67 
9 Fire Physical Edged 205 46 _ 120 115 118 103 103 68 
10 _Dark Physical Piercing 208 80 EE 5 EV 98 65 
Il Fre Physical _ Blunt 210 9% 119 7 114 105 105 _ 70 


SPECIAL ATTÈCKS: 
Aqua Bubble, Tidal rush 


TYPE OF 
OPPONENT 


NORMAL 501 0 160 144 


250 
250 


300 RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
e= WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
375 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í 5 $ Û Í | P TH {| 8 Increase the beast eit | of your blunt weapon by attaching the corresponding gei and 
inflict Curse’ on this huge crab. 


SPECIAL ATTACKS: 
Granite punch 


NORMAL 559 


OF BODY el 


187 Ë 
280 > 
280 RESISTANT AGAÏNST THE FOLLOWING AFFINITY: Earth 


Ü 
Body 420 WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
R. Leg 168 


Le Leg 168 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


f Í E NN Ik Ï Í PTM : Choose a blunt weapon, cast ‘Luft Fusion’ to enhance its air affinity and attack the arms of 
the Damascus Golem: These parts of the monster’s body grant your Chain Abilities a higher chance of success. 


SPECIAL ATTACKS: TYPE OF | 
Vulcan Lance, GaeaStrike WAL 


red Recharge MP poss 500 180 145 135 122 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| E N { fl | P Ï | { Iĳ : Earth daeva. This is a highly mobile earth demon. It will try to remain out of your reach, so 
use a ranged weapon or chase the Dao into a corner that offers no high places for it to retreat to. Enhance the 
air affinity of your weapon and use aggressive Chain Abilities to make the most of each hit. 


SPECIAL ATTACKS: TYPE OF Ï | | 
Drain Heart, Prostasia OPPONENT HP MP | STR INT |ACL 
NORMAL 540 160 141 154 115 
270/190 BOSS 380 80 121 134 105 


405/285 RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air 


324/228 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í Ë N Ô Í | p T | { I : Alegendary relic of the holy wars. Refrain from fire, earth and dark attacks. Hit the abdom- 
en with a piercing weapon of high air affinity; it is the most vulnerable body part. Battle will become easier if you 
cast ‘Prostasia' on Ashley. 


SPECIAL ATTACKS: TPEOF | 
Poison Breath OPPONENT _/HP___MP__ISTR INT ACL 
NORMAL _ 847 0 _ 159 148 122 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


| 5 N Ik Á | Î Î | | I : This huge dragon's ‘Poison Breath’ attack is devastating but you will be safe from it once 
you have reached the monster’s proximity. Increase your weapon's dragon and light affinities by using the cor- 
responding gems and spells. The Dark Dragon is immune to all status abnormalities except for ‘Curse’. Knowing 
this, battle should become far easier … 


SPECIAL ATTACKS: TYPE OF 
Dark Chant, Meteor, Drain OPPONENT 
en Mind, Recharge10OMP __‘normaL 230 120 134 118 112 
6/127 BOSS 380 160 138 126 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Ê NN (À Í p Ti ij IE : This aptly named elemental is strong against dark and is best defeated with light attacks. 
If you do not have a suitable weapon, resort to abilities such as ‘Gain Magic' or ‘Mind Ache’ to deplete your oppo- 
|} nent's MP. Once its MP have reached 0, the Dark Elemental is deprived of any chance to harm you since it is unar 
Ï ble to attack physically. However, if it manages to recharge its MP, the dance continues. 


SPECIAL ATTACKS: TYPE OF | 
Í ï Solid Shock, Lightning Bolt, OPPONENT Ed 
PART Fireball, Vulcan Lance, Aqua NORMAL Sea ln 50 


en Blast, Dark Chant, Psychodrain, 
: aans Stun Blast 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt, Piercing 
DE N { fl | PT il Ì : Also known as Devil's Eye, this phantom is only weak against light attacks. If you do not 


have any weapons with high light affinity equip your strongest blunt or piercing weapon. Unless your intellig- 
ence parameter is considerably higher than that of the Dark Eye, light spells will show little effect. 


SPECIAL ATTACKS: 


NORMAL 150 25 135 110 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
{| E $ (A | PF il Iĳ : This well-armed skeleton has considerable fighting prowess but does not wield magic or 


use Special Attacks. This allows you to make battle so much the easier by stunning the Dark Skeleton with 
‘Paralaysis Pulse’ or ‘Stun Cloud’. Equip a blunt weapon such as a mace to deal greater damage. 


SPECIAL ATTACKS: TYPE OF E RES 
Radial Surge Lv.4, Meteor Lv.4, Ks) STR ‚A 
Enlighten, Poison Mist, Curse, DER 


Gravity, Acid Flow, Recharge 25 NORMAL 350 500 145 145 130 
MP 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITIES: Dark 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


ij E N { Î | Pr | { Ï : Death is immune against all of your spells. You will need to keep hitting its head to disab- 
le it from using magic. Also, remember to protect yourself by casting ‘Magic Ward’. 


SPECIAL ATTACKS: TYPE OF 
Lightning Bow, OPPONENT 5 ‚STR AGL 
Thunderburst Lv. 3, 1 12 
en Ien Thunderbolt, Recharge ed EN e 
Ô MP 100 

Rl =R. Arm 250 7 

IL Arm 250 RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 

gj Body 375 WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 


Legs 300 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í| Ë $ í fl | PT Í { ĳ : The higher your risk, the more likely the airborne Djinn, father of all Air Elementals, will be 
to cast spells. Attack with a blunt weapon of high earth affinity (cast Soil Fusion to enhance it) and keep your risk 
low. 


SPECIAL ATTACKS: TYPE OF 
Tail Attack, Fire Breath OPPONENT HP MP __STR __INT _AGL 
BOSS 480 0 18 132 95 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 


WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Î E N IN | | P Ï | {| Ï : Your archetypal dragon from lore and legend. It is vulnerable against piercing attacks, only 

the tail is weaker against edged weapons. However, this part of the Dragon is hard to reach 
as the great creature is surprisingly nimble on its clawed feet. Open the range grid with the © button, only to 
close it immediately afterwards by pressing the 6 button. This feint makes the Dragon pause for an instant, allo- 
wing you to reach its tail. The manoeuvre is tricky but quite effective against most dragons. 


SPECIAL ATTACKS: TYPE OF 
Rotting Breath, Tail Attack Kdl ST DELL LDL 
NORMAL 499 0 114 142 139 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í $ { Ál Í PT Í Í} Ï : The Dragon Zombie uses its 'Rotting Breath’ attack when you are far enough away, so close 
the distance and remain near the monsters rump. Cast ‘Prostasia' and inflict ‘Curse’ on the Dragon Zombie to 
curb the power of its attacks. Although undead, this monster is immune to your ‘Exorcism’ spell. 


SPECIAL ATTACKS: TYPE OF 
Explosion, Poison Mist, OPPONENT __HP MP _ STR INT AGL 
Recharge 50 MP BOSS 265 124 107 101 108 


128 RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 


WEAK AGAINST THE FOLLOWING AFFINITIES: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


BESCH | PT] | IE Duane is a zealous Crimson Blade priest and commander charged with destroying the 
Müllenkamp cult. He is always accompanied by Bejart and Sarijk. As Duane casts the powerful ‘Explosion’ spell 
you should concentrate on attacking his head to disable his use of magic. It will then become considerably easier 
to defeat him. 


SPECIAL ATTACKS: TYPE OF 
Drain Heart, Drain Mind, OPPONENT HP MP STR INT AGL 
Herakles, Degenerate, NORMAL 150 50 115 105 98 
OF BODY el teen (Nik 
75/95 Poison Mist, Clearance BOSS 190 25 12 105 9% 


113/142 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Physical, Light 


90/14 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


IN N { î Í PT | ij i : Knightly armour possessed by the Dark. As a normal opponent, Durahan is weak against 
physical attacks, and its arms are vulnerable to light attacks. As a boss, this evil creation is weak against light 
affinity, with only its abdomen being vulnerable to physical attacks. In both versions, the abdomen is the body 
part most susceptible to damage. 


SPECIAL ATTACKS: TYPE OF 
Acid Breath, Tail Attack OPPONENT 
BOSS 510 
510 
153 EERS 
383 | RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


== 5 WEAK AGAINST THE FOLLOWING AFFINITIES: Air 


Id _WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing _ 


Î 5 N iN Î | P T | | Ì : Massive and as solid as mother earth, this dragon is only weak against air attacks. Increase 
this parameter of your weapon by attaching the corresponding gems (remembering to attach the Dragonite gem 
as well) and by casting ‘Luft Fusion’. 


SPECIAL ATTACKS: HIDE nen zn 
Fat Vulcan Lance, Gaea Strike, Wdalhldld Ae TE En 
NE en Drain Mind, Recharge 100 wormaL 230 120 134 118 112 
76/127 BOSS 380 160 138 126 116 
115/190 
115/190 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
173/285 WEAK AGAINST THE FOLLOWING AFFINITIES: Air 


138/228 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| IK N iN Î | PT | { Il 1 This elemental is vulnerable against air attacks, so increase the air affinity of your weapon 
by casting ‘Luft Fusion’. Do not equip a piercing weapon: All elementals are strong against this kind of attack. 


SPECIAL ATTACKS: TYPE OF 

Fireball, Flame Sphere, OPPONENT ĳ 

Drain Mind, Recharge 100 worMaL 230 120 134 118 112 
zm NP BOSS 320 140 133 15 110 
15/175 - 
115/175 RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
173/263 WEAK AGAINST THE FOLLOWING AFFINITIES: Water 


138/210 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| b N Ch Tl | Ì £ This elemental appears early in your adventure. Unfortunately, you will probably not yet 
have any means to increase the water affinity of your weapon. If you cannot deal enough damage with your blunt 
weapon cast ‘Degenerate' on the ‘Fire Elemental’ and ‘Prostasia' on yourself to even the odds ever so slightly. 


— SPECIAL ATTACKS: TYPE OF 
Tail Attack, Searing Breath Asa 


ak BOSS 750 
750 À 5 
185 nn 
360 | RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
Dn de WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
256 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt (Head), Piercing, 
_Edged (Tail) _ 


Î Ë N { Í | ’ T | # Ï : The Flame Dragon only uses its 'Searing Breath’ attack when you are at a distance, so keep 
close, enhance the water and dragon affinities of your blunt weapon and attack the Flame Dragon's head at close 
quarters. 


SPECIAL ATTACKS: 
Numbing Hook 


en 
OF BODY 


NORMAL 120 0 125 45 121 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
| WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


1 Ë $ { î | PT | { Ï : A statue brought to unholy life, the Gargoyle is a slightly weaker and less intelligent vers- 
ion of the Imp. Like its kin, it will attack from as great a distance as possible; so corner it as fast as you can. If 
you carry a ranged weapon, use it. Your Defence Ability ‘Ward’ will protect you from the Gargoyle's numbing 
attack. 


OF BODY NORMAL 125 O0 129 85 110 


— Head 
R. Arm 


EKE RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
Body 94 WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
Legs 94 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


HESCH | PT] | IE An undead creature, revived by a pact with unholy powers. Since Ghasts can only attack 
with weapons they become harmless when you disable their fighting powers with ‘Stun Cloud’ or ‘Paralysis 
Pulse’. You can then attack with a high light affinity to end the battle. 


SPECIAL ATTACKS: TYPE OF 
Solid Shock, Fireball, Vulcan OPPONENT 


PART ZE Lance, Aqua Blast, Degenerate, rim , en 
OF BODY Psychodrain, Retrogress, A 46 130 95 114 101 


B-head __ 19/29 rarnish B 66 130 9 111 101 


R. Arm 28/43 8 
Arm 28/43 RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
Body 42/65 WEAK AGAINST THE FOLLOWING AFFINITIES: Dark 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


BESCH | p TI | Ï : Souls of the deceased that attack any living thing in sight. These "phantoms” suddenly 
vanish and teleport to another position, launching a surprise attack against their intended victims. Ghosts are 
resistant to light and physical attacks. Use your Chain Abilities if your arsenal's dark affinity is not high enough 
to deal much damage. Do not chase the Ghost. Instead, wait for it to appear within striking range and hit it with 
all your might. 


nr er 


Head 26 


NORMAL 78 8 111 68 75 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
_WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í E $ Ô Á | PT | { I : The Ghoul feeds from dead flesh. Its body is so far decayed that it has lost its left arm, sap- 
ping the Ghoul's strength. Stun this monster with ‘Paralysis Pulse’ before attacking with a weapon of high light 
affinity. 


115 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


| E N k Î | P Î | Û I : This undead monster is comparable to its one-armed cousin, but it is slightly stronger. Use 
the same strategy as against the one-armed Ghoul: Paralyse it and attack with a high light affinity. 


SPECIAL ATTACKS: TYPE OF 
Aqua Bubble, Tidal Rush OPPONENT RE 
BOSS 420 


420 
180 

180 RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 

Ee WEAK AGAINST THE FOLLOWING AFFINITIES: Air | 
108 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt | 


IES N { Î | PT] Û Il : Strangely enhanced by the magic of Leá Monde, a normal crab has grown into this giant 
beast. Cast ‘Aqua Guard’ to protect yourself against its water-based ‘Tidal Rush' attack. The Giant Crab's mouth 
is vulnerable against piercing attacks, while all the other body parts are weak against blunt blows, The entire 
monster is vulnerable to air attacks. 


SPECIAL ATTACKS: 


NORMAL 220 


73 


10 vemmn 
110 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


165 WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
—Legs 132 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


D 5ö Ch | PI {| Ï : Goblins are very similar to their distant kin, the Orcs. They, too, usually appear in groups. 

Lacking intelligence, they are still capable of altering their tactics depending on their weapons. A Goblin with a 
| crossbow will always try to attack from a position safely out of your reach. Corner it or chase it onto an obstacle 
ï to cut off its escape route. 


SPECIAL ATTACKS: 

Heal, Degenerate, Stun H 

Cloud, Poison Mist, 5 NORMAL 260 

Clearance, Cure Paralysis, 
En Cure Numbness_ EE : en 
130 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth Î 
en WEAK AGAINST THE FOLLOWING AFFINITIES: Air Ì | 


159 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


DES Cf | P Ï | Û il : The commandant of the Goblin gang attacks both with spells and with its weapon. Have 
items (Yggdrasil's Tears and Antidote) ready to cure the effects of its paralysis and poison attacks. Always hit the 
head to silence this opponent as quickly as possible. 


SPECIAL ATTACKS: TYPE OF 
Granite Punch 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Ht N (Â | P T | | i : Creatures assembled from granite. Air attacks are the only ones with a noticeable effect; 
direct them against the Golem’s body using a blunt weapon. Your first action should be to weaken the monster 
by casting ‘Degenerate’. 


SPECIAL ATTACKS: TYPE OF 
5 OPPONENT __HP___MP___STR INT __AGL 
NORMAL 165 10 91 78 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 


WEAK AGAINST THE FOLLOWING AFFINITIES: all except Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| iK N Ik Î | PT | Û i : The Wine Cellar was not considered a high priority during the mission, so an inexperienced 
recruit was sent there. Lacking battle experience Goodwin should be easy to defeat. 


SPECIAL ATTACKS: TYPE OF 
Drain Mind, Heal, Herakles, OPPONENT HP __MP _STR INT _AGL 


PART Retrogress, Tarnish, Prostasia, 
OF BODY Be Silence, StunCloud,PoisonMist, _ NORMAL 190 9 138 134 119 


Cure-all, Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 


WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


1 E N Í Í | Pr | {| Ï 1 Gremlins are servants of evil incarnate. Stronger than Imps, they cast the most unnerving 
spells. Silence them immediately by casting the spell of that name or by using your Chain Ability 'Dulling Impact’. 
Then attack with a ranged weapon, if possible. 


Thunderburst, Drain Mind, OPPONENT HP 
en BODY men Clearance BOSS 280 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


Í Ë N { Îl | p T | {| Ï : Grissom relies heavily on magic. He cannot be silenced by the respective spell, so concen- 
trate your attacks on his head to prevent him from using magic any longer than necessary. 


SPECIAL ATTACKS: 
Last Ascension, 


PART s n n 
NN or Boor ee nee Cloud, poss 540 9 17 137 111 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark, Light 
WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í IN $ Û | Eg TI | Ï : Guildenstern will try to prevent you from attacking by using ‘Stun Cloud’. Protect yourself 
with ‘Magic Ward’ or cure the status change immediately and attack Guildenstern's body with a blunt weapon. 
Enhance any of your weapon's affinities except for light and dark (using the appropriate ‘Fusion’ spell and gems 
| to increase the damage dealt). 


SPECIAL ATTACKS: TYPE OF 


Bloody Sin, Apocalypse, Degenerate, OPPONENT 
Psychodrain, Retrogress, Degenerate, 


Thunder Bolt, Firestorm, Gravity, Acid Flow, BOSS 665 665 167 153 129 


Judgement 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark, Light 
WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í E N iN Î | PT] Í Í + After his metamorphosis, Guildenstern will circle you. Wait near the edge of the platform 

to lure him. He will also come closer when you are affected by a positive status change, 
such as ‘Prostasia' or ‘Herakles’. Once you have depleted his HP by about 200, he will use a rather strong attack 
|_named ‘Bloody Sin’. You can prevent this assault by attacking Guildenstern when he flies above you. Watch events 
«closely to determine the correct timing. As long as you remain in the middle of the circle and are protected by 
Ä ‘Magic Ward’, Guildenstern can only attack with ‘Bloody Sin’. Use the appropriate Battle Abilities on this spot to 
recover your HP and MP in comparative (!) safety. 


SPECIAL ATTACKS: MPEOE ì 
Dn Banish, Drain Mind, OPPONENT HP STR 
ke Devitalise, Blasphemous 210 160 128 132 155 


Head 70/68 B 205 154 132 134 150 


ij Neck 84/82 
Body 158/154 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


Abdomen _ 105/103 WEAK AGAINST THE FOLLOWING AFFINITIES: Li 
las 126/123 E FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 
i E \ { Á | p Î | { Ï : According to legend, this mythical bird populates the underworld. It bears a horrifying face 


on its body and attacks with ‘Banish’, a spell that can instantly reduce your HP to 0. Cast ‘Magic Ward’ on Ashley 
to deflect this spell or (this is more difficult) use your Defence Ability ‘Absorb Magic’. 


SPECIAL ATTACKS: 


TT 3 Fire Breath ge ST BE 
Ot Boor en NORMAL 110 0 105 712 94 


— Body 110 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 
WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


HE N Í î | P T | | IE : According to legend, these hounds once guarded the gates of the Underworld, which might 
account for their incinerating ‘Fire Breath’. Do not underestimate this attack: It damages several body parts. If 
your armour does not offer enough protection you should avoid wielding a two-handed weapon. Choose a pierc- 
ing one-handed weapon instead and equip a shield. Try to corner Hellhounds, cutting off their escape routes and 
preventing them from escaping your weapon's range. 


SPECIAL ATTACKS: TYPE OF 


Body 95 


Spiral Shell OPPONENT HP MP STR {INT __ AGL 
NORMAL % 0 118 107 110 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 


: WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


ES N Ô fl PT | { i : This startling creature of legend looks like a flying fish and swoops down on unsuspecting 
wanderers in the woods. A clear view of one's surroundings is vital to parry these attacks with well timed Defence 
Abilities. Change the camera angle as needed and quickly dispatch Ichthious with attacks from an edged weapon 
|_that boasts a high earth affinity. 


SPECIAL ATTACKS: TYPE OF 
Fireball, Flame Sphere Lv.3, Kdl 4 MP _ STR SINT AGL 


De Storm, Recharge 100  nopmai/Boss 500 180 145 135 122 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Fire 


WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í E N { Î | PT | lj I : Fire daeva. Being a flame demon, this monster usually flings ‘Fireball’ spells against its vic- 

tims. However, it resorts to the more harmful ‘Flame Sphere Lv. 3' and ‘Fire Storm’ attacks as your risk rises. 

Concentrate on attacking the Ifreet's head to prevent the monster from using magic and reduce risk with Vera | 
items. 


SPECIAL ATTACKS: TYPE OF 
he nf En OPPONENT HP {MP __STR {INT ___ AGL « 
ulcan Lance, Aqua Blast, 

OF BODY Stun Cloud, Poison Mist NORMAL 150 70 131 128 125 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 

WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 

HES 8 | PT | {Hi : A pesky creature that attacks with magic from a safe distance and is perfectly capable of 


causing havoc. If you do not have ranged weapons, such as a crossbow, it will be hard to corner this little pest. 
Use your Chain Ability ‘Dulling Impact’ to prevent the Imp from casting its spells. 


Elie 


SPEC 


Aqua Bubble, Tidal Rush 


Â urk 


MP 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
_WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt (Mouth = Piercing) 


Í Ë N { Î Í P Ï | { Ï : A giant crab with a shell of iron, this monster can still be damaged: Increase your Weapon's 
fire affinity by attaching the corresponding gems to a blunt weapon and by casting ‘Spark Fusion’. Concentrate 
your attacks on the monster’s mouth. 


SPECIAL ATTACKS: TYPE OF e 
Granite Punch OPPONENT HP 


6E boor me BOSS 120 0 148 142 102 


= Head 140 


_R. Arm 210 
L. Arm 210 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


Body 315 WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
R. Leg 126 


—L. Leg 126 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Û Ni IK Á | P Ï | lj IÌ 1 Asteel titan born from evil powers, the Iron Golem is well protected against most attacks. 
Concentrate blunt blows on the monster’s body to cause the greatest damage. Cast ‘Degenerate' to rob the giant 
of some of its attack power. 


HH SPECIAL ATTACKS: TYPE OF Ze 
nr he Degenerate, Tarnish, OPPONENT __# 


man CCR 
R. Arm 125 Eye , : 
R. Arm 125 
L. Arm 125 RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 
g tk a WEAK AGAINST THE FOLLOWING AFFINITIES: See description 
— Legs 125 WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


Î k \ Í Î | P Ï | Í il z A statue of the goddess of destruction that the Dark instilled with unhioly life. The various 
body parts of this monster are weak against different affinities. Upper Right Arm: EARTH, Lower Right Arm: 
WATER, Upper Left Arm: AIR, Lower Left Arm: FIRE, Head: LIGHT, Legs: DARK. As the weapon type does not make 
|_a difference to your attack power, choose a different body part as a target if your hit rate seems too low. 
Experiment to see on which body part you can inflict the greatest damage. 


nnn RR 
PART Herakles, Prostasia, Stun OPPONENT HP; STR Ì 
OF BODY Cloud A 480 240 134 142 118 


R. Arm 240/200 B 400 180 134 142 118 


—L Arm 240/200 ud 
Chest 360/300 RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


—Abdomen _ _240/200 - 

B TH WING AFFINITIES: 

—Legs 288/240 WEAK AGAINST THE FOLLO IES: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


BESCH | PEI il : Possessed crimson armour. With its strength and its excellent protection against most 
attacks the Last Crusader will make this encounter memorable. Physical attacks are the only ones with notice- 
able effect; direct them against the legs and the abdomen of this fearsome boss. 


SPECIAL ATTACKS: TYPE OF 2e ï 
PART Explosion, Thunderburst, Gaea Missi Jd s | ACL 
Strike, Radial Surge, Meteor, 
OF BODY ae Drain Mind, Heal, Degenerate, BOSS 120 105 130 135 120 
Head Psychodrain, Tarnish, Silence, 
-R. Arm 63 Poison Mist. 


-L. Arm 63 
Erens 24 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
=Legs 15 
| WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
ì WEAK AGAINST THE FOLLOWING WEAPON TYPE: See description 
ö Fi ee 
1 BESCHPTIM: 


| Evil mages who have gained powerful magic and eternal life through demonic pacts. Rob the head of all HP as 
Ï quickly as possible: Lichs are immune to ‘Silence’ and ‘Dulling Impact’. Cast ‘Magic Ward’ before engaging this 
: opponent to parry its first magical attack. 


SPECIAL ATTACKS: TYPE OF 
Spirit Surge, Flame Sphere Lv.3, OPPONENT HP MP STR INT _ AGL 


Avalanche Lv.3, Radial Surge Lv.3, Drain 


Mind, Degenerate, Silence, Stun Cloud, NORMAL 285 320 137 140 125 
Curse, Recharge 25 MP 


RESISTANT AGAINST THE FOLLOWING AFFENITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Î Ë N Ô Î | PT | { IL : The Lich Lord is a Lich that has learned powerful spells over many years. It will cast ‘Curse’, 
inflicting the status change of the same name on you, and will follow this up with another harmful spell. Prevent 
this by casting ‘Magic Ward' and hit the head until its HP are depleted and the Lich Lord can no longer use magic. 


SPECIAL ATTACKS: TYPE OF 
OPPONENT __HP MP __STR __INT AGL 
OF BODY A 195 2 115 110 112 


pn B 24020811 or LONELI2 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


17/14 


| Ì \ Ô Ál | PT | {| I| : A species of demihuman. Fast moving and well-versed in wielding weapons, you should take : 
this creature on with piercing attacks to penetrate its scaly hide. Never use blunt weapons against Lizardmen; è 
they are utterly ineffective. 


SPECIAL ATTACKS: TYPE OF 
E OPPONENT 


NORMAL mr 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í Ë N { Á | ’ Ï | ij Ï : It seems a bodiless soul has taken possession of this knight’s corpse. It will lose all ability 
to attack once you have depleted its arms’ HP to 0. Should you have learned the ‘Heal’ spell by the time you 
encounter Mandel, you can deal him great damage with this magic. 


eme ge ben En en 


SPECIAL ATTACKS: TYPE OF 
Aqua Blast, Avalanche Lv.3, Kidd 4 4 MP STR CINT AGL 


be boor En Acid Flow, Recharge 100 MP ‘sopmau/Boss 500 180 145 135 122 


Head 
RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í Ë N { Î | p Ï | { Ï : Water daeva. This water demon, follows similar patterns as the Ifreet, so keep your risk low 
and reduce the head's HP to 0 to prevent the Marid from casting spells. Enhancing the fire affinity of your weap- 
on (by attaching the respective gems and by casting ‘Spark Fusion’) strengthens your attacks. 


WIET 


PEGIAL ATTACKS: 
NORMAL 120 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í $ Û Î | PF | Û I : This monster is camouflaged as a treasure chest, waiting for unsuspecting adventurers to 
approach. It then quickly gets on its spindly legs and tries to inflict ‘Numbness' with its Special Attack. Be pre- 
_pared to use Spirit Orison or cast ‘Clearance’, if possible. As the Mimic will usually wait for its victims to draw 
closer, it is advisable to keep away from it and defeat the other monsters in the room first to avoid a tangled 
situation. 


SPECIAL ATTACKS: 5 ì 
Giga Rush LS [R A 
BOSS 218 88 85 105 
92/130 Ee SC AE 
139/196 pn - 
139/196 Ì__RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


208/294 Fi 
83/118 WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 


167/235 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edge 


| IK N Ik | | P il | ĳ Ï :_This monster is all muscles, no brains and has hence specialised in landing shattering blows 
on its victims. As you do not have Battle Abilities when you first come upon this monster you will need to keep 
hitting the Minotaur's weakest body part, its head. 


* BOSS (IN THE KEEP) 


SPECIAL ATTACKS: 


NORMAL 540 


180 
270 ' 
270 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


an WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
162 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


| Ë N { Î | ’ Î | {| il t A stronger Minotaur, with tattoos of magic protection enscribed upon its body. Still, it relies 
solely on physical attacks, so prepare by equipping armour with high physical defence. Choose an edged weapon 
and direct your attacks against the Minotaur Lord's head, its weakest body part. Battle will become easier once 
you can parry this boss’s attacks with ‘Impact Guard’. 


SPECIAL ATTACKS: 
Giga Rush 
NORMAL 680 
227 
340 RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
r WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
204 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 
Û ë 5 5 5 

IEN Í Íl | p T | lj il : The Minotaur's corpse was revived and strengthened by strong, restless souls. This un- 
dead state provides the Minotaur Zombie with a considerable amount of HP, making for a prolonged battle. Keep 
hitting the monster’s head and decrease the damage you will receive by using your Defence Ability ‘Impact 
Guard’. 


SPECIAL ATTACKS: TYPE OF 
E OPPONENT (HP MP __\STR INT AGL 
NORMAL 62 15 90 72 89 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


BESCH | p Ï | | |: As the residence of Duke Bardorba is besieged by the Müllenkamp cult this soldier is 
charged with guarding the front gate. Although nominally a "soldier", he was but a civilian until recently and 
is not much of a fighter. As all of his body parts possess low affinities, this opponent is one of the easiest to 
defeat in the entiré game. 


SPECIAL ATTACKS: TYPE OF 
e OPPONENT {HP MP (STR INT {AGL 
NORMAL 68 25 84 68 92 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


Í Ë N { Î | PT | Î il : Another of the guards posted near the front gate to keep watch. Like his fellow cultist, this 
soldier is a newly recruited civilian with very little battle training. He, too, is one of the weakest opponents in 
the entire game. 


SPECIAL ATTACKS: TYPE OF 
d OPPONENT {HP MP __\STR INT AGL 
hed NORMAL 95 4 127 78 102 


Head 
RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air, Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


IE N Í fl | PT { Ï : Ancient Kildean corpses infused with the power of the Dark. This corpse usually does not 
wear armour and can easily be felled with a few well-placed blows. 


_ Heal, Blessing, HP 
= Bonecrusher, Quickshock, 

Ignis Wheel, Hex Flux, Cure 

Numbness, Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
WEAK AGAINST THE FOLLOWING AFFINITIES: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


HES Ô Î Í PT] Î Ï : An exceptionally talented Crimson Blade, Neesa is currently on a mission with Tieger. Her 
considerable fighting experience is complemented by Tieger's strength and skills. Like her comrade's, Neesa's 
arms are slightly weaker against blunt physical attacks than other body parts. 


ark Chant Heee ts 3, 
urse, Recharge 100 MP BOSS 


5 135 122 


167 
250 
-L. Arm 250 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


‘Body 375 WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
“Legs 300 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Íĳ E N { Î | PT | Í Ï : Dark daeva. The Nightmare, truly lives up to its name. It will cast ‘Curse’, inflicting the stat- 
us abnormality of that name on you, and will follow this up with another harmful spell. Prevent this by casting 
‘Magic Ward’. If you do not have enough MP, recover them by using your Chain Ability ‘Gain Magic’. Ideally, you 
should attack the Nightmare with a blunt weapon that has a high light affinity. 


en EE, menen 
e solid ‘Shock, veserrste. OPPONENT STR A 
mm ' Tarnish, Frost Fusion, Magic NORMAL 180 90 128 138 115 
OF BODY Cancel 
-R. Arm 90/130 BOSS 260 110 128 138 115 
LE Arm 90/130 


Body 135/195 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
METERS Ì vrar AGAINST THE FOLLOWIN : ipti 
rn 108/156 OWING AFFINITIES: See description 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


ĳ Ë ) Ik Î | PTI { Ì “ These are spirits of fallen soldiers. Each body part has a different weakness: Right Arm: 
AIR, Left Arm: FIRE, Body: EARTH, Abdomen and Legs: LIGHT. You will obtain the best results by attacking the 
abdomen, the Nightstalker’s least protected body part. Your Chain Abilities will also have a greater chance of 
success here. 


SPECIAL ATTACKS: TPEOF | 
Heal, Silence, Magic Cancel Udall HP STR 5 j 
NORMAL 310 35 136 pr 105 


124/150 BOSS 540 35 136 138 105 
185/225 

LArm  185/225 RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 

Body 278/338 WEAK AGAINST THE FOLLOW : Fi 

B AS E FOLLOWING AFFINITIES: Fire 

L Leg 11/35 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í| Ë N { Ál | PT | { Ï : The Ogre generally assaults you with powerful blows. Unfortunately, you cannot prevent it 
from attacking as the beast is resistant to the status abnormality Paralysis. Minimise the damage taken by using 
your Defence Ability ‘Impact Guard’. Being extremely fast, the Ogre hardly ever lets you run out of its reach. 
However, you can try to hit it from a distance with a ranged weapon such as the crossbow. 


PECIAL ATTACKS 
Surging Balm, 


Degeneration, Tornado __‘goss 565 110 138 142 114 
189 
283 
Ear … 283 __RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 
au =r WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
-LLeg — 170 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


Ë { { î | p Ï | Î : The Ogre Lord is an improved version of its underling, the common Ogre. Prevent it from 
casting its devastating ‘Tornado’ spell by using ‘Silence’ or the Chain Ability ‘Dulling Impact’. Once this is suc- 
cessful, follow the same strategy as for the Ogre. Choose an edged weapon with high fire affinity and target the 
arms, the Ogre Lord's most vulnerable body parts. 


SPECIAL ATTACKS: TYPE OF 
d OPPONENT __HP MP __ STR INT _AGL 
NORMAL 623 123 143 147 124 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
_WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í A N 8 | Pr | ij Ì : This towering monster appears in the company of Death. Weaken it by casting ‘Degenerate' 
or ‘Curse’ and attack the Ogre Zombie's body with a piercing weapon that has a high light affinity. 


SPECIAL ATTACKS: TYPE OF 
5 OPPONENT ___ HP MP ___STR INT __AGL 
NORMAL 240 20 115 128 110 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 


WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| E \ (il | PT | ÍÌ IÌ : As a rule, Orcs come in mobs led by an Orc Leader who commands them. Don't let these 
humanoid monsters surround you. Blunt weapons are particularly effective against them. 


SPECIAL ATTACKS: TYPE OF 
nn DEE Drain Heart, Drain Mind, Heal, Blessing, OPPONENT HP MP STR INT AGL 


Herakles, Degenerate, Prostasia, Tarnish, 


Luft Fusion, Spark Fusion, Soil Fusion, NORMAL 280 110 122 134 116 


Cure-all, Magic Cancel 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 


WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


BESCH | PT Í lj ĳ : The commandant of the Orc gang, knowledgeable enough to cast spells. Therefore, it is 
recommended that you inflict the status abnormality Silent on it by casting ‘Silence’ or by using the Chain Ability 
‘Dulling Impact’. Reducing the HP of the orc Leader's head to O also disables its use of magic. 


5 


‚ Poison Sneeze 


A 15 0 120 
75/12 Let 0 134 
RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 
WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í Ë NN { fl | p Ï | { i : This mutated Slime produces noxious fungus spores that will poison its target with a single 
hit. Make sure that you have enough Faerie Chortle to remedy this status abnormality. Like their fellow species, 
Poison Slimes are vulnerable against fire but resistant to blunt attacks. 


TT TN 


SPECIAL ATTACKS: TYPE OF 
Drain Heart, Drain Mind, OPPONENT HP MP __STR INT __ AGL 


Or Boor ee Silence, Clearance NORMAL 120 70 115 15 122 


40 
goes 


RESISTANT AGAINST TRE FOLLOWING AFFINITY: Water 


60 
en WEAK AGAINST THE FOLLOWING AFFINITIES: Light 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


Í E N Ô Í | Pi | | Ï : This harmless-looking “puppet” is, in fact, possessed and was brought to the afterlife by 
evil spirits. Quicksilvers can cast annoying spells but are physically weak. Attack with ‘Dulling Impact’ to prevent 
the creatures from silencing you and use ‘Heavy Shot” to abbreviate the battle. The Quicksilvers' heads are vul- 
nerable to blunt attacks. 


en SPECIAL ATTACKS: TYPE OF 

nn Surging Balm, Retrogress, OPPONENT __HP MP _ STR INT __AGL 

Caesar's Thrust, Titan's Mace, 

OF BODY le Heaven's Tear, Raven Eye NORMAL 150 7147 156 148 126 
188 Ek. 


188 RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 
en WEAK AGAINST THE FOLLOWING AFFINITIES: See description 
188 WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


Î iK k il | P Ï | | Ì - The various parts of Ravana's body are weak against different affinities: Upper Right Arm: 

AIR, Lower Right Arm: FIRE, Upper Left Arm: EARTH, Lower Left Arm: WATER, Head: DARK, Legs: LIGHT. As with 

Kali, see which body part you can damage most. Ravana will try to afflict you with a status abnormality and 

repeat this if you cure yourself, giving you no chance to use your strong attacks, Repeatedly protect yourself 
with ‘Magic Ward' to get an opportunity to attack. 


SPECIAL ATTÄGKS: TYPE OF 
- OPPONENT HP MP STR INT AGL 


NORMAL 480 25 109 105 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


WEAK AGAINST THE FOLLOWING AFFINITIES: See description 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: See description 


Í E N Í Í | p Ï | {| Iĳ 1 _Rosencrantz claims to be a Riskbreaker sent to back up Ashley. Spells are of no effect against 
him; attack with your weapon instead. Each part of his body has a different affinity. Right Arm: EARTH, Left Arm: 
AIR, Head: DARK, Body: WATER, Legs: FIRE. As all body parts are equally vulnerable, target the one you can deal the 
H most damage to by using the opposite affinity. Rosencrantz is equally resistant to all types of weapon. ä 


SPECIAL ATTACKS: TYPE OF 
= OPPONENT HP 
NORMAL SO ND ND BB A0 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Physical 
WEAK AGAINST THE FOLLOWING AFFINITIES: all except Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


ì ff HES Ch | f Î | HI : A rookie who was posted in the Wine Cellar along with Goodwin. He has a slightly higher 
resistance against physical attacks. However, this affinity is still low enough to allow you deal sufficient damage 
with physical blows. His other affinities are even less pronounced. 


SPECIAL ATTACKS: TYPE OF 
5 OPPONENT HP MP __STR INT _AGL 
BOSS 180 65 111 9 108 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Light 


WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


DE N (Â (P T | { ĳ : Sarjik, posted in Town Centre West, answers directly to Duane. He was transferred to 
Duane's unit due to certain qualities. All parts of his body are weak against the earth affinity, allowing you to 
overcome him by attacking with this very affinity. 


SPECIAL ATTACKS: TYPE OF 
Lightning Bolt, Fireball, Vulcan OPPONENT HP MP STR __INT AGL 


PART Lance, Aqua Blast, Thunderburst, 
OF BODY ke Flame Sphere, Gaea Strike, NORMAL 165 260 125 140 110 


Body 165 Avalanche, Mind Blast 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


Í E $ IN Í | Pi Hi Ì : As the name indicates, Shadows do not have bodies made of flesh. While their physical, 
light and dark affinities are rather high, Shadows are vulnerable to all other kinds of attack. Due to its long range, 
this monster will mostly attack before you get a chance to do likewise. Protect yourself against its first spell by 
casting ‘Magic Ward’. 


SPECIAL ATTACKS: TYPE OF 
Banish, Degenerate, OPPONENT _HP MP __STR __INT __AGL 
Psychodrain, Retrogress __woRMAL 160 150 130 125 14 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 


WEAK AGAINST THE FOLLOWING AFFINITIES: Air, Dark 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


E \ { Í | P Tl {| Il 1 This devil's puppet has mastered the 'Banish' spell, so make sure to cast ‘Magic Ward’ to 
avert instant death. Attack with a piercing weapon that has a high air or dark affinity. 


SPECIAL ATTACKS: TYPE OF 

5 Heal, Prostasia OPPONENT __HP MP ___STR INT __AGL 
ek NORMAL _ 300 500 117 128 110 
100 
150 
150 


er WEAK AGAINST TRE FOLLOWING AFFINITIES: See description 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


RESISTANT AGAINST THE FOLLOWING AFFINITY: See description 


Í F N Í Á | PT | | Ï : Sydney is the leader of the Müllenkamp cult, which assaulted and took over the residence 
of Duke Bardorba. Sydney is resistant to all affinities and devoid of weaknesses. If you want to fight him you will 
have to rely on your weapons. 


NORMAL 15 
_RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark _ 
WEAK AGAINST THE FOLLOWING AFFINITIES: Water 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 
IN $ { Ál | P Ï | | Ï : The wolves of Leá Monde have become more aggressive due to the magic around them. 


However, they need not be feared provided you are well equipped and strong enough. Silver Wolves are easy to 
defeat; just avoid using fire and dark attacks. 


SPECIAL ATTACKS: 


NORMAL 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
Í N Í Ál | PTI {| il : This creature is the skeletal remains of zombie corpses. As its appearance indicates, a 


Skeleton cannot be stopped by losing a body part. You will need to utterly destroy its body with blunt attacks. 
Prevent it from assaulting you by using ‘Paralysis Pulse’ or by casting ‘Stun Cloud’. 


SPECIAL ATTACKS: 


NORMAL 125 18 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 
BESC | Pr | ij Ì : Like the one-armed Skeleton, this monster is also the remains of zombie corpses. As its 


bones offer little target surface to attackers, piercing weapons prove rather useless. Attack with a blunt weapon 
that has a high light, earth, water or physical affinity. 


SPECIAL ATTACKS: 


NORMAL 160 


_RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


IE N Ik Î | P | | Û iĳ : Skeleton Knights are the bleached skeletons of former Kingsguard knights. They still pos- 
sess great skills with blades. This makes them quite strong, but remember that you can curb their aggression by 
using ‘Paralysis Pulse’ or by casting ‘Stun Cloud’: These undead monsters have no other means at their disposal 
than their weapons. 


SPECIAL ATTACKS: TUT 

Thunder Breath, Tail Attack UadT NOT NE BULT 
nr En BOSS 610 O0 148 12 13 
ee - ’ Head 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 


WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í Ê $ Â | PT] { Ï : Large dragons that inhabit clouds. Capable of summoning thunder and lightning, they are 
also known as Thunder Dragons. All of their affinities except for earth are high, making the difference a relative 
one. As with most dragons, equip your Dragonite gem and choose a piercing weapon for any body part but the 
tail, which should be attacked with an edged weapon. 


| SPECIAL ATTACKS: TYPE OF 

| Acid Ooze, Acid Sneeze OPPONENT _HP___MP___STR__INT__ AGL 
| A 0 0 15 4 78 
| 40/60 B MEAT TETN 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Earth 


WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Íl Ì $ í Ál | PT {| I : This is an amoeba like monster. There are two types of Slime, although they cannot be 
distinguished visually. Avoid physical, earth, light, dark and blunt attacks. Use a piercing weapon with high fire 
affinity instead. 


SPECIAL ATTACKS: TYPE OF 
Tail Attack, Frost Breath CTL LTE 
BOSS 120 0 152 145 116 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 


WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 


1E N Ô | | p ij | IE: A dragon breed that thrives in cold climates, the Snow Dragon is naturally vulnerable 
against fire. Enhance your weapon's fire affinity by attaching suitable gems and by casting ‘Spark Fusion’. Hit the 
tail with a piercing weapon, all other body parts with an edged one. Attach gems with a high water affinity to 
your shield and use your Defence Ability ‘Aqua Ward’ to lessen the impact of the Snow Dragon's assaults. 


SPECIAL ATTACKS: TYPE OF 
Bloodsuck OPPONENT HP MP ___STR INT _ AGL 
NORMAL 90 0 115 45 118 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 


WEAK AGAINST THE FOLLOWING AFFINITIES: Earth 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Ì A N { î | p Ï | {| ÏÌ 1 A nasty, bloodsucking bat from the depths of Leá Monde's mines. These cave dwellers 
usually attack in swarms, depleting Ashley's HP to fill their own HP gauge. If you are unable to do these monsters 
considerable damage, fights against Stirges can take rather long. Choose a piercing weapon with high earth affin- 
ity for better results. 


Claw, Accursed Umbra, Iron _ggss 540 75 128 125 110 
Ripper, Emetic Bomb, Cure 
8 A _Numbness, Maaic Cancel 

Arm 270 RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 
OE ME WEAK AGAINST THE FOLLOWING AFFINITIES: Physical 


Legs 405 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt, Piercing 


N TEGEN SPECIAL ATTACKS: 
— - Degenerate, Silence, Bear 
7 


IE N Ch | PT I : A particularly strong knight who was sent on a special quest with his comrade Neesa. 
Tieger is a veteran axe-wielder and well-versed in using Break Arts. He is weak against physical attacks with 
blunt and piercing weapons. His arms are his most vulnerable body parts, inviting you to attack them directly. 


HATE BEEM SPECIAL ATTACKS: TYPE OF 
i | Aqua Blast, Avalanche, OPPONENT DEN Ss] } 
Drain Mind, Recharge 25 NORMAL _ 230 120 134 118 112 
NEE e OF BODY 
een z6fag MP: Recharge 100 MP BOSS 400 170 142 130 120 


| 115/200 
115/200 RESISTANT AGAINST THE FOLLOWING AFFINITY: Water 
173/300 . Fi 
138/240 WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 


WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


| jk N Ô Í | Î | Í Il : Its water-borne nature makes this elemental weak against fire attacks. Cast ‘Spark Fusion’ 
on your equipped weapon and use your Defence Ability ‘Reflect Magic’ to deal more damage. Keep an eye on your 
HP when using this ability. 


WEET SPECIAL ATTACKS: 
PART Solid Shock, Spirit Surge, Dark SOE IR 
Chant, Explosion, Thunderburst, 
dd : en LOE BODY le Flame Sphere, Avalanche, Radial NORMAL 20 10 130 
. eni ke — Head 60 Surge, Meteor, Silence, Poison 
=R. Arm 60 Mist, Curse, Reaper's Scythe, 


Hi =L. Arm 60 Poltergeist, Mind Blast 
ntBody. 90 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 


 OESCHPTINH: WEAK AGAINST THE FOLLOWING WEAPON TYPE: Blunt 


A malevolent spirit 
with a natural resistance against dark attacks. Light affinity harms this apparition most, so cast light spells 
and enhance your weapon's light affinity, if possible. 


SPECIAL ATTACKS: 


Fire Breath 5 L 
BARDORBARES.85 0 85 55 74 
24/340 BOSS 340 0 136 145 99 
85/170 
85/255 RESISTANT AGAINST THE FOLLOWING AFFINITY: Air 
tn: |____WEAK AGAINST THE FOLLOWING AFFINITIES: Light, Physical 
12/2 WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged, Blunt 


È 5 Û Î | Î Ï | Û Il £ Wyvern is a very enduring breed of dragons. The beast you faced in Graylands, the Bardorba 
Residence, was heavily wounded - a mere shadow of its usual self. When this dragon confronts you later as a boss 
you will be unable to do it great harm without a suitable weapon. As with all dragons, close the distance quickly 
and remain near the creature’s rump to avoid its searing breath attack and hit the Wyvern in turn. 


ä SPECIAL ATTACKS: TYPE OF 
Fire Breath OPPONENT HP MP __SIR INT __AGL 
OF BODY BOSS 525 0 139 150 125 


_RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Physical 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 


Î Ë N î fl | PT | lj Ï : This carnivorous dragon feels at home in dark, damp areas. Since many of its affinities are 
rather high you should only attack with a weapon that has exceptionally high physical and dragon affinities. Also, 
strengthen yourself by casting ‘Herakles’ and ‘Prostasia'. Piercing attacks against the tail are most effective. 


| SPECIAL ATTACKS: TYPE OF 
| Fire Breath OPPONENT __HP MP _STR __INT _AGL 
| NORMAL 104 0 158 13 135 
| 
| f RESISTANT AGAINST THE FOLLOWING AFFINITY: - Î 
| __ WEAK AGAINST THE FOLLOWING AFFINITIES: - 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: - 
1E $ 6 | PEI Ï : As all of the Wyvern Queen's affinities are comparatively low, you can deal considerable 
damage by enhancing one affinity with the appropriate ‘Fusion’ spell. However, your likelihood to hit the dragon 
with you Chain Abilities is rather small, so try to curse the Wyvern Queen. 


= OPPONENT __HP___MP__STR INT __AGL 
NORMAL _ 120 5 106 64 78 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 


WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í E N (1 | PT | Iĳ : The dead of Leá Monde have been possessed by stray souls and turned into Zombies. Due 
to its missing arm, this undead creature is slightly weaker than its comrades. It is fairly resistant against dark 
and water attacks, but all other affinities will effectively damage it. 


TYPE OF 
OPPONENT __HP MP STR INT __ AGL 


NORMAL 145 6 115 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í 5 $ { fl | PT Í Í Ï : Like the one-armed Zombie, this creature rose from the rotting remains of a corpse. Filled 
with undead "life, this two-armed monster is somewhat stronger than its comrade. Still, it does not possess any 
Special Attacks or abilities. Avoid using dark or water attacks and you will easily defeat the creature. 


NORMAL 135 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
“Body 101 WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


Í | N í Î | Î Tl Û Ï : Corpses of Leá Monde's soldiers, brought back to life through the Dark's taint. Zombie 
Fighters are not well armed; simple attacks, apart from those with dark affinity, will soon end this encounter. 


aa or Boor ze NORMAL 


Body 106 RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
je aa WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


141 28 


| jk N CH | PT | Il : Countless Knights of the Cross lost their lives in Leá Monde. For unfathomable reasons, 
they were brought back into being and now haunt dimly lit passages and eerie underworlds. Once trained as 
knights, these creatures are more dangerous than mere Zombies. Forestall this monster’s attacks by hitting its 
remaining arm until it loses all of its HP. 


SPECIAL ATTACKS: TYPE OF 8 
5 OPPONENT 


NORMAL 152 32 122 6 98 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Light 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Piercing 


BESCHIPTIHL: This type of knight also tost his life during the Leá Monde mission. Stun this monster by 
using ‘Paralysis Pulse’ or by casting ‘Stun Cloud’ to prevent it from attacking. The rest of the battle will be rath- 
er one-sided. 


SPECIAL ATTACKS: 
Solid Shock, Lightning Bolt, 


Fireball, Vulcan Lance, Aqua en ee 
Blast, Herakles, Psychodrain, NORMAL 135 _ 80 125 124 105 


Poison Mist 


RESISTANT AGAINST THE FOLLOWING AFFINITY: Dark 
WEAK AGAINST THE FOLLOWING AFFINITIES: Fire 
WEAK AGAINST THE FOLLOWING WEAPON TYPE: Edged 
BESCHIPT | Û |t: Zombies of Leá Monde's mages, who employ powerful offensive magic. Its high intellig- 


À ence enables this creature to cast spells. Prevent this by hitting its head or by silencing it with your Chain Ability 
J{_‘Dulling Impact’. This robs the undead mage of any possibilities to attack 
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Ashley's attributes remain unchanged Ï you will also 1 your 
acquired spells, Battle Abilities, Break Arts, weapons and armour 
after completing Vagrant Story. This lets you start the second round 
under quite favourable conditions. Indeed, the only things you lose 
will be the miscellaneous items. Make sure to use any grimoires and 
elixirs left in your inventory before your final battle ends. Otherwise, 
they will be lost. Also, make liberal use of any remaining Cure, Vera 
‚__and Mana items during the last battle. There is no longer any need to 
____save them. 

All doors sealed with the Ensanguined Rood during your first sojourn 
in Leá Monde can be opened when you play Vagrant Story a second 
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time. However, the game takes your increased fighting prowess into » 
account and will leave you less time during certain countdowns. If, 
for example, you previously had 30 seconds to complete a timed 
event, from now on you are only granted 20 seconds to complete the 
same event. 

Another change will be visible in your save games. Whenever you 
save your progress after completing Vagrant Story for the first time 
your save game will be marked with the Holy Win symbol, indic ting 
that this is at least your second round. 


s Warrior of Vishnu 


hf Di ) fl \ | ì fi ET Nef 
MELGDIOBS HOED MED TEL 
bÎ L s U d jh 1 | bed Lb d 
ae Heer Oe de HONORARY TITLES AND THEIR CONDITIONS 
core sub-menu has an option Fer 
KEER named Title. Here you can see | IRONERAET TITLE _ EOONDTONS sc MET Ct AE 
the levels of honour you have | Seeker of Truth Complete Vagrant Story once. 
earned so far: Solving certain | Conqueror of the Dark Complete Vagrant Story within 10 hours. 
‚tasks will gain you a total of 32 | reasure Hunter Open all treasure chests. 
honorary titles. The require- | Wanderer in Darkness Enter all rooms. 
ments for gaining each title «Destroyer of Gaeus Defeat the Damascus Golem in the Forgotten Passage. 
are listed here. | Hunter of the Snowplains Defeat the Damascus Crab in Snowfly Forest East. 
_ { Ally of the Wood Defeat Ravana in Iron Maiden B2. 
‚ Slayer of the Wyrm Defeat the Dragon Zombie in Iron Maiden B2. | 
Vanquisher of Death Defeat Death and the Ogre Zombie in Iron Maiden B2. | 


Defeat Asura in Iron Maiden B3, 


Conqueror of Time 


Be first in each Time Attack in The Keep. 


Knight of Brilliance 


| Strike more than 30 chains in a row. 


Bearer of the New World 
Hoard-Finder 


Hands of Might 
Hands of Skill 


| Find the Gold Key. __— 


‚ Find the Chest Key. 


Learn all Break Arts. 
Learn all Battle Abilities. 


Wanderer of the Wyrding Complete the entire game without saving. 


Adventurer of Legend Complete Vagrant Story without using magic. 
Lone Werreour Complete Vagrant Story without using Battle Abilities. 


Knight of Pride Complete Vagrant Story without using Break Arts. 


‚ Defeat more than 5000 monsters of each class (Human, Undead etc.). 


Blood-thirsty Hunter 
5 Master of Arms 


Attack more than 5000 times with each weapon type. 


Great Swordsman 
Master of Blades 


Silent Assassin ‚Attack more than 500 times with a dagger. 
| Attack more than 500 times with a sword. 


| Attack more than 500 times with a great sword. 


Steel Dragoon 


\ Attack more than 500 times with an axe & mace. 


The Earthshaker 
Sweeper of the Dark 


‚ Attack more than 500 times with a great axe. 


| Attack more than 500 times with a staff. 


Acolyte of Iron 


\ Attack more than 500 times with a heavy mace. 


| Attack more than 500 times with a polearm. 


Spearsman of the Gale 
Heaven's Huntsman 


| Attack more than 500 times with a crossbow. 


Master Martial Artist 


Attack more than 500 times with your bare hands. 


You will be surprised to hear that some opponents are open to bribery and will change sides 
if properly coerced. But how to pay them without any shiny coinage? Quite simply by casting 
a spell or using an item that "imposes" a positive status change on them. If the dice of fate 
then rolls in your favour you will discover new allies. They will now attack their comrades 
instead of you. 

Positive status changes can be induced by spells such as ‘Heal’, ‘Luft Fusion’ (if you are facing 
an air creature) or by items such as Vera Root and Faerie Wing - anything that will increase the 
target's MP, HP, lower its risk, increase its affinity or improve its abilities. 

Bear in mind that this form of bribery will only work against certain kinds of opponent, for 
example a Bat, Stirge, Lizardman, Blood Lizard, Gargoyle, Silver Wolf or Hellhound. Undead 
monsters and all bosses are totally immune to such manipulations. You hardly expect a self- 
respecting dragon or zombie to fall for the charms of a risk breaking ‘Healer? 


HOW TO PLAY 


He 
Li 
| 


No doubt you have stood before many a locked door that you were __explanations below to discover the last 15% of the vast city map. 
unable to open during your first sojourn in Leá Monde. The key or We describe where to find the locked doors and how to open them. 
sigil required to unlock it was nowhere to be found … for a reason: Of course, the areas behind them are shown as maps and a table 
You can only gain certain keys and sigils after completing Vagrant _ lists the monsters and treasure you will come upon. Do not worry: 
Story. Six areas, three of which are connected in a row, can only be Boss battles and cube puzzles in the new rooms are also explained. 
explored from your second visit to the city. Follow our four sets of 


bov 


The door locked with the Ensanguined Rood in Corner of the and, finally, The Crumbling Market (7-16). The treasure chest, which 
Wretched located in Undercity West (7-20) can be opened eventual- _ is protected by several traps, contains: Agales's Chain / Elixir of 
ly during your second visit to Leá Monde. A few steps behind this Queens xl / Valens / Gold Key. 

door you will enter the area called Escapeway. Here, you need to With the Gold Key, you can unlock a number of interesting doors. 
cross this area to retrieve the Gold Key from a room in Undercity 
West that was previously inaccessible. From the room Buried Alive 
(21-8) in the Escapeway, you enter Where Flood Waters Ran (7-24) 


[ESCAPEWAY] 


PATH OF THE CHILDREN [7-23] 


GOLD KEY 


OOM NR. ; ROOM NAME MONSTERS AND THEIR TREASURE © TREASURE CHEST 


211 Shelter From the Quake Quicksilver x 3 5 
21-2 Fear and Loathing Ifreet (Grimoire Flamme), 
Marid (Grimoire Avalanche) 
21-3 Blood and the Beast Water Elemental a 
21-4 Where Body and Soul Part Quicksilver x 3 Cast ‘Unlock’ to open: Bellini, 


Vera Bulb x 5, Elixir of Mages 
21-5 Movement of Fear Air Elemental 5 


21-6 Facing Your Illusions Quicksilver x 2 
21-7 The Darkness Drinks Earth Elemental 5 
21-8 Buried Alive \freet < White Rose, Grimoire Radius, 


Grimoire Meteore 


Eme SOU FOREST LIST 


TRAIN AND GROW STRONG ë EE 
al The door locked with the Ensanguined Rood in Train and Grow Strong 


(12-1) located in City Walls East can also be opened when you play 
the game for the second or a repeated time. This exit leads to 
Snowfly Forest East, where you will eventually confront a new boss, 
the Damascus Crab. Winning this battle gains you the Platinum Key. 


SNOWFLY FOREST EAST 


ROOM NR. / ROOM NAME MONSTERS AND TREASURE CHEST 
THEIR TREASURE 


20-1__ Steady the Boar-Spears 
20-2 | The Boar's Revenge 


20-3 Nature's Womb Damascus Crab Knight Shield, 
(Platinum Key, Djinn Amber, 
Cure Tonic x3) Acolyte's Nostrum x 3 


BATTLE IN THE ROOM: NATURE'S WOMB (20-3) 


Please refer to the Monsters” chapter page 131 


Ogmius, Orion, Ifreet Carnelian, Salamander Ruby 


RECOMMENDED ACCESSORY: 
Pushpaka or Tamuli's Tongue 


31 Î Î | É bi: Run up to the monster and strike it with a blunt weap- 
on after increasing its fire affinity by casting ‘Spark Fusion’. If you 
have previously found the Grimoire Fleau, you can weaken the 

Damascus Crab by casting ‘Curse’. 


FORGOEFEIE PIETEN 


The Gold Key will also unlock a door in The Soldier's Bedding (10-1) 
located in the Keep. Five new rooms lie behind it. One of them is 
inhabited by a Damascus Golem. After defeating this boss you can 
enter two rooms with treasure chests, one of which contains the 
Steel Key. 


[FORGOTTEN PATHWAY] 
BATTLE IN THE ROOM: SLAUGHTER GE EE INNOGENT ee 2) 


Please refer io the “Monsters” chapter page 131 


‚[Altema, Demonia, Djinn Amber, Sylphid Topaz 5 


RECOMMENDED ACCESSORY: 
Balam Ring or Marduk 


Sm Î F6 5 Hide behind the Damascus Golem and wait until its 
speech bubble with the ''!"" or '"…” vanishes. Then attack one of the 
monster's arms with a blunt weapon that has a high air affinity. 
Increase this affinity by casting ‘Luft Fusion’. 


GOLD KEV_— 


hd 
THE SOLDIER'S BEDDING (THE KEEP) 
[10-11 


FORGOTTEN PATHWAY 
ROOM NR. © ROOM NAME MONSTERS AND THEIR TREASURE / TREASURE CHEST 
221 _ Stair to the Sinners 
22-2 { Slaughter of the Innocent Damascus Golem 


22-3 _ The Oracle Sins No More Blood Lizard x 2 

22-4 £ The Fallen Knight Blood Lizard, Imp x 2 Kadesh Ring, Orlandu, Elixir of 
Queens, Steel Key 

22-5 _Awaiting Retribution Blood Lizard, Imp x 2 Diadra’s Earring, Ogimius, Elixir of 


Queens 


MO MADE DOT AEADEN 82 AND NON ARDEN Do 


SOLVING THE CUBE PUZZLE IN THE 
WOODEN HORSE 


If you have found the keys mentioned above you can now unlock all doors in the Iron Maiden 


B1. The last exit of this area takes you to Iron Maiden B2, which in turn leads to the Iron 


Maiden B3. 


[IRON MAIDEN B1] 


1. Push the Rolling Cube to the east wall, 
then north. 


ES HETE 
RIEK ZERO 


THE SOLDIER'S BEDDING (THE KEEP) 


[10-1] 


MANDRAKE SIGIL 


IRON KEY 


STEEL KEY 


THE EUNICS “ LOT 
[24-1} 


SOLVING THE CUBE PUZZLE IN THE PEAR 


2. This is done by simply rolling them 
aside once. 


EI, Ue TEN 
RIEK ZERO 


1. First, dissolve the pair of Counter 
Cubes that are marked with "1", 


Er BEE 


itn MEE am 
RIEK ZEK te 


VN 


2. Now push the Rolling Cube on the ledge 
west. 


RISK ZEND 


N 


3. This allows you to pick up the Carry 
Cube; turn north … 


(EE Soor. HE NEEDE 
RIEK ZERO 


Ei 


A. … And place the Carry Cube on the 
higher ledge, then climb up and jump to 
the high ledge with the north exit. 


me Isotin, MES 
RIEK ZERO 


4. Step on the Counter Cube and jump 

slightly to the west, then north to grab the 

wooden scaffolding (this is a rather diffic- 

ult jump and might take a few attempts). 
TT STN 


Rik ZERO, 


3. Now roll the remaining Counter Cube 
west twice. 
Heenan ME TEE 


WIEK ZERO 


1. Returning to the entrance requires two tricky, twisty leaps: 
Jump northeast from the southeast ledge, then jump north- 


‚_west to reach the ledge to the north of the cube piles; keep 


the jump button pressed to grab hold of each ledge. 


[RON MAIDEN BI 


ROOM NR. | ROOM NAME MONSTERS AND THEIR TREASURE TREASURE CHEST 
23-1_ The Cage = 
23-2 | The Cauldron Gargoyle x2, Wraith (Mandrake Sigil, 


Grimoire Exsorcer, Mana Bulb) = 


23-3 _ Wooden Horse 

23-4 © Starvation Wraith (Kalmia Sigil, Grimoire Venin), 
Mummy x2 (Mummy 1: Chamkag, Vera Bulb 
x3; Mummy 2: Shamshir, Vera Bulb x3) 


23-5 _ The Breast Ripper e 


23-6 || The Branks Dark Skeleton, Shadow Cast ‘Unlock’ to open treasure chest: 
Bull Shot, Baselard, Djinn Amber, 
Valens 

23-7 _ The Wheel Dark Skeleton, Shadow Unlock with Chest Key: Balalaika, Bec 


de Corbin, Dao Moonstone, Volare 
23-8 | The Pear E 


23-9 _ The Judas Cradle Dark Skeleton, Shadow Cast ‘Unlock’ to open treasure chest: 
Sonora, Bullova, Ifreet Carnelian, 
Prudens 
23-10 | The Whirligig Dark Skeleton x 2 
23-11_ Spanish Tickler __Wyvern Knight Chest Key, Elixir of Queens 
23-12 || Heretic's Fork Dark Skeleton - 
23-13 _ The Chair of Spikes Dark Skeleton, Wraith - E 
23-14 | Blooding Dark Skeleton a 
23-15 _ Bootikens 5 | 
23-16 | Burial Iron Golem (Columbine Sigil, 


Elixir of Dragoons) a 
23-17__Burning 2 
23-18 || Cleansing the Soul __ Dark Skeleton, Wraith 5 FE 
| 23-19 The Ducking Stool Dark Skeleton, Shadow Red Viking, Pole Axe, Malid ä 
| Aquamarine, Virtus 
23-20 || The Garotte 5 


23-21 Hanging Dark Skeleton, Wraith 
23-22 || Impalement 
23-23 _Knotting Wyvern Queen (Anemone Sigil, 


Elixir of Sages) 7 


(SOLVING THE CUBE PUZZLE IN BOOTIKENS 


1. Climb into the gap between the piles of 4. Now retrieve the blue Magnet Cube 
cubes near the east wall, turn west and 2. Pick up the blue Magnet Cube lying 3. Step on the cube you just moved, turn you placed in the gap near the east wall 
pick up the blue Magnet Cube. Then turn west of where you picked up the first south and pick up the blue Magnet Cube, earlier and pile it on top of the blue 
south and place this cube on another blue blue Magnet Cube and place it in the gap then place it where you picked up the Magnet Cube you just placed on the 
Magnet Cube. Ï i Magnet Cube in step 2. 


TE MERESEN En & F CT zn 


RISk ZERO 


mn 


5. Now climb up this newly erected pile 
and jump north to reach the ledge with 
the exit. 


Faufnir“s Tear 


AT > 

N Ì MES: As with all dragons, close the distance quickly, 
strengthen the highest affinity of your best weapon with the corres- 
ponding spell and hit the monster’s head. If you decide to use Chain 
Abilities, direct them against the tail. Cast ‘Curse’, if possible, to 
make this battle easier. 


[IRON MAIDEN B2] KNOTTING 
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md 
An 
le) 
asf 
je 
E P Ee en 
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[24-11] 


IRON MAIDEN 
[25-11 


Benet 


RON 
ee / 8 E 
| ROOM NR. i ROOM NAME | MONSTERS AND THEIR TREASURE (TREASURE CHEST 
24-1__The Eunics’ Lot Shrieker x 2 - 


|__24-2 ||Ordeal By Fire 
| 24-3 The Oven at Neisse 


SE 


| Ravana (Schirra Sigil) 


| 

Ï 

Î EET = T- Í 
‘Dark Dragon (Verbena Sigil, Elixir of Kings) | 
| 

Í 


ne 
Í 24-5 _ The Mind Burns Shrieker x 3 5 | 
|_246 ||The Rack |Ogre 5 | 
| 24-1_The Saw _Dragon Zombie (Marigold Sigil) E Í 
| __24-8 || The Cold's Bridle | Ogre E- | 
| 24-9__ The Shin-Vice Death, Ogre Zombie (Azalea Sigil) 5 | 
|__2410 | The Spider |Shrieker x 3 | 


24-11_Squassation Lich, Shrieker x 2 


24-12 | Lead Sprinkler | Lich, Shrieker x 2 


75 | 
| | 

Hoplite Shield, Cure Potion x 3 | 
‚Hoplite Helm, Mana Potion x 3 , 


24-14 || Dragging | 
24-15 _ Tablillas Lich 


|__24-16_\/Strangulation | Lich 


| 
| 24-13 _ Pendulum 
| 
Í 


| ado Lich Lord 
Thumscrews ‚Lich Lord 
Í 


24-19 _ Tongue Slicer Lich Lord 


| (provided Ashley has less than 150 HP) Í | 


| ! 
{ 
Í 


| 


24-20 | Tormentum Insomniae Ogre, Ogre Lord, Last Crusader 


| 24-21 Tordeal By Water 
|__24-22 \{Brank 


en. GEN 


Please note: The Dark Crusader appears in the 
rooms shaped like crossroads if Ashley has less 
than 150 HP 


BATTLE IN THE ROOM: ORDEAL BY FIRE (24-2) 


Please refer to the “Monsters” chapter page 132 


RECOMMENDED GEMS: 
Sigguld, Dragonite, Seraphim Diamond, Angel Pearl 


RECOMMENDED ACCESSORY: 


Faufnir“s Tear or Kadesh Ring 


STû iT Ik h ys Run up to the monster, weaken it by casting ‘Curse’, if 
you can and attack the head or the tail with any weapon type. 


Please refer to the “Monsters” chapter page 134 
RECOMMENDED GEMS: 
Seraphim Diamond, Angel Pearl, Balvus, locus Ee 
SIRECOMMENDED ACCESSORY: 5 
{Cross Choker or Kadesh Ring 


Sm AEG: Immediately head for the dragon’s rump and attack the 
monster's head with a pierced weapon. 


RECOMMENDED GEMS: 
Various; concentrate on one affinity 


RECOMMENDED ACCESSORY: 
Matching the gems!' affinity or Lau Feis Armlet 


nj TT 55 |: Like its relative Kali, Ravana is immune to most of your 
spells. Also, every part of its body is weak against a different affin- 
ity. Choose a weapon and increase one specific affinity. Robbing the 
head of its HP will prevent Ravana from using magic. 


Please refer to the “Monsters” chapter page 148 


RECOMMENDED GEMS: 
_ | Seraphim Diamond, Angel Pearl, Balvus, locus 


RECOMMENDED ACCESSORY: 
Cross Choker or Kadesh Ring 


Sn TELT: Cast ‘Degenerate’ and ‘Curse’ and attack the monster 
with a piercing weapon. The Ogre Zombie is not a challenging boss. 


hak 4 


[IRON MAIDEN B3] 


_ 


B UR_95Z:399 MP 358-350 


THE SOLDIER'S-BEDDING 


(a 


hd 
TORMENTUM INSOMNIAE 


IRON MAIDEN B3 


ROOM NR. ROOM NAME MONSTERS AND THEIR TREASURE TREASURE CHEST 
25-1__The Iron Maiden Asura (Tigertail Sigil, Cure Potion) 2 
25-2 | Judgement : 
25-3 _Dunking the Witch Lich Lord Hoplite Armour, Hoplite Glove, 
Elixir of Kings, Elixir of Queens 
25-4 || Saint Elmo's Belt Lich Lord Hoplite Leggings, Hoplite Glove, 


Elixir of Kings, Elixir of Queens | 


m 


* ed mj 
de 


ne 


RECOMMENDED ACGESSORY: 
Matching the gems' affinity or Lau Fei’s Armlet 


ST if bor As with Kali and Ravana, you cannot weaken this opponent with magic. As 
each body part is weak against a different affinity, strengthen the highest affinity of your 
best weapon and concentrate on attacking Asura's head. 
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